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PREFACE* 



Cti&i^s is distinguished from dther garner by the suf«' 
frag** of writers on edfnc^tion; by the cultivation of 
individuals in every illustrious order and honoured 
profession. Kings have not disdained its laws, nor' 
generals to direct engagements cm Its field; tnathe- 
xfaaticians have examined its positions as problems, 
and calculated the force of specific combinations; 
divineii have exercised contemplatidn in its vicissi- 
ttides. The man df general talents contends for mas-* 
tery in this arena, as a gymnasium of the mind. 

It is unnecessary to insist on the right of this game' 
to be clai^€fd alone, ds tbe distinction with which it ii^'. 
viewed is a general sentiment. 

* Competent judges class the work of Philidor with 
ill* first in excellehce ; as a deposit of science arid 
experience; as a cSomperidium of invention and Skill. 
While the substantial utility of the performance i^ 
^tteiited, — it must be admitted, that PniLinoR pre-i 
sentcd it in a d^ess capable bf improvement. This 
partly arose from an implicit adoption of terms 
^bich he fotlrirf in the ganie; and partly from the 
diflSculty of giving his ideas an expression, as clear 
as tbeir conception, when conveying them in a fo- 
xeign language. 

Henoe tbe E^itos found it necessary to recompose 
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X PREFACE. 

tome, and to retoach almost all the notes of the ANA* 
LYSIS. For any degree of obscurity which may 
remain, or have acceded/he is thus become chargeable. 
He hopes he has not unsuccessfully endeavoured at 
clearness; and he felt it not an incumbent duty to aim 
at elegance. 

In the notation of the moves, several terms required 
to be corrected* When the first lessons at Chess were 
given to Philidor, a habit of speaking of a pawn as 
making two moves at once, infected his masters ; and 
he imbibed it. " The king*s pawn two moves*^ It 
would be equally proper to direct a bishop to make, 
at once, seven moves. The substitute *^ two itept^^ to 
which some have recourse, is no better. For phrases 
which have been, repeated till they cease to be strange, 
the Ex>XTOB uses the terms ** one sqtuire** — " two 
squares;" pr else, by a numeral, maiks the squarb of 
the FILE to which the pawn advances, which, as it 
flihewa the place of the pawn in referring back to a 
move, is perhaps on all occasions to be preferred; 

When an exchange occurs, he found the word "re- 
tfike** employed. But a piece once lost, is recovered 
by a different process than capture; and a player 
making a mere reprisal cannot be said to retake. • As 
this term conveys a false idea, it is rescinded in the 
present publication*, for the simple word " takeJ 



»» 



^ This correction wiis made.iipi the ^rst edition: the present is the 
fifth. I have had the satisfaction to see correct terms partially adopted 
in a late treatise, with the addition of »one which I had not intro- 
duced : In directing the movement of a piece, the word ** at** is 
properljT exploded, as a Gallicism, and '' to*^ is substituted, or rather 
restored, for it is employed in the English edition of Greco, .1056. 
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PREFACE* Xl 

Where, however, it seems necessary to preserve the 
idea of reprisal, the Editor would wish to be permit- 
ted to employ the term reprise : but this he has ven* 
tured to do but in a few cases* 

The term double check was indiscriminately applied, 
in the ANALYSIS, to the situation which it precisely 
marks, and to another situation. Two pieces checking the 
king from different points, and a single piece checking in 
such a position that one ray of action diverges on a second 
enemy, are, surely, different relations of the assailing 
force. The Editor has introduced the new term ^t- 
vergent check, for the latter. 

The high reputation of Philidor has not deterred 
the Editor from surveying, with critical freedom, 
each example in the ANALYSIS, whether given as a 
model for both players, or as a demonstration against 
a radical move : and if he has found some positions 
which appear to flow from oversight, it is a just enco« 
mium on that accomplished player, 'that they are very 
few*. Aware of the delicacy with which trains of play 
dependent on combination should be touched, the 
Editor has* uniformly retained, the original series of 
Philidor; with regard to any change of course, 
merely proposing it in a note, or pursuing it in the de^ 
tached form of a variation. One of these revisions 
rescues Cunningham from the implication of project- 
ing a stratagem, liable to be turned to the defeat of 
- the assailant* 

* Among the Games which Philidor pronounces lost in conse- 
quence of some particular radical move, the Editor drawt one— 
Anafytis, p. 183: and wins four— i6i</, p. 239; ib»S. p. 251 ; ibid, 
p. 273; and f 6i</. p. 330. 

1 
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XU PREFACE* 

Th^ Editor has also introduced extract^ from & 
brief critique on the ANALYSIS, by the Anony- 
mous MoDBNJBSE, inserted ia the Work of Lolli *• 
The best of these appears to affect the principle of the. 
Third Party ; and the proposed change is subtoitted to 
the reader, in its place. On other points, particularly 
the second and third moves of the Fourth Party, the 
vindication of Philidob is not difficult. 

The INTRODUCTION TO CHESS, prefixed to 
Philidor^s Work, branches into a theoretical, and a 
practical part. A systematic view of the first powers 
of the pieces, with directions for playing, is desired by 
the pupil ; calculations of force having the deeper in- 
terest of problems engage the practised amateur; a 
standard repertory of the constitution of the g^o^e, as 
far as it has b^en fixed in the national school — an. 
index to the best authorities on disputed points*-— is 
occasionally consulted by the proficient. Adapted to 
these gradations, the theoretical part of the INTJIO- 
DUCTION proceeds on the supposition, that the reader 
is an inquirer on every point connected with the board 
a^ pieces, the institutes^ maxims, and laws: any 
other idea excludes method, and involves rejections 
which may be attributed to caprice. The separate 
titles will enable each reader to pass, in masses, those 
particulars of which, he does not want to be informed. 

The Scale of Powers is an effort of theory to assist^ 
the exact calculator, new in the principles on which 
the forces are measured, and in some of the results. 

* Otserioazioni teorico-^ratiche sopra il Giuoco degli Scacchi, da 
GiAMBATiSTA LoLLi. Qusu*to, BologDa, tT6S, p. 365. 
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xm 



Of the Games in the INTRODUCTION, three arc 
original: and five are derivations from Lolli after 
Damiano, Salvio, and Greco, or directly from 
G&ECo, and others : on the last^ new comhinations are 
occasionally constructed. The term '* Essays " is ex- 
tended to the whole £ight. They embrace points 
which the ANALYSIS had left untouched, or had 
not pursued to demonstration. 



To facilitate the study of the Back Games, the 
Editor has accompanied his essays, and the games of 
Philidor, where the movements are retraced any 
considerable way, with a diagram of the state of the 
hoard, to relieve the reader from the necessity of play- 
ing up to that point, merely to find the position of the 
pieces. Thus the more advanced Back Games may 
be played independently as Situatiom. Nor can it be 
objected to situations so produced, that it is impossible 
they should occur, and that the student cannot be im- 
proved by them. The white and black pieces are dis- 
tinguished by the following symbols : 



Pawn - . 
Knight 
Bishop 
Rook . - 
Queen . 
King n. 



M 
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XIV PEEFACE. 

NOTICE 

4dded to the Fifth Edition. 

This Edition exhibits an improvement in the notation of the 
moves, not merely with a view to compression^ which it greatly 
promotes, but to give the principal and secondary games a dis- 
tinct appearance, and to make the leading object in each series 
of examples conspicuous. None of the abbreviated methods 
hitherto employed have given satisfaction ; because they unne* 
cessarily departed from the method — pursued with minor differ* 
«nces by all the great masters — ^which names each square from its 
situation on the board. This prevailing mode of notation con- 
tributes to form in the mind a picture of the board, with the 
relations of the pieces both at their original squares and in 
combination ; and no abbreviated method can be readily intel- 
ligible that is not founded on this. On the contrary, to express 
the moves by letters which are not initials of any technical term^ 
or by numerals which mark no square as afixed place on the chess- 
hoardy produces unmeaning or absurd associations, and severs 
things of nearest affinity: thus, according to one scheme for 
shortening the notation, the chequers are numbered from 1 to 
64, in that sort of order, that the king's second square is No. 53, 
and his fourth, 37* These arbitrary marks create an artificial 
obscurity ; and a person who studies games in this mystic form, 
finds it a troublesome task to decipher them. 

The abbreviated notation, now first employed in. both Works, 
is founded on the common mode: for example; the names of 
the pieces are sometimes — and the terms describing movements 
for the most part — expressed by an abbreviation shorter than 
is customary, as K. bp. for K, bishop ; adv. for adverse ; chk. for 
check : chg. for checking ; discovg. mate, for discovering mate : 
but the SITUATION or square of a piece is denoted by a 
cipher or conventional sign, composed indeed of the proper 
INITIAL LETTERS, but without the full points which are requi- 
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PREFACE. xy 

site in a formal abbreviation, as ** Qb4/ for '' Queen's bishop's 
fourth." This resource allows each move and countermove to 
be printed in the same line in a double column. 

The full mode of notation familiar to every chess player is 
not entirely relinquished, but is resorted to at each new example 
which springs from a distinct root, or at the origin of a branch 
worth training as a leader. For a specimen of both methods in 
conjunction, ffff p. 145. The principal games which are models 
of play on both sides are given throughout in the full method. — 
See pp. 131 ; 223 ; 319; and many of Philidor's Regular Par- 
iks. The back games which spring in fallacy, or which pursue 
a course of error, are shewn at once by the double columns, and 
abbreviated notation. As to those principal games in which 
victory on one side is owing to error in the other, they are 
printed in the fuller mode as far as the play is a good model 
both of attack and defence: but where that deviation from a 
correct course comipences which leads to defeat or to an in- 
ferior position, it is indicated by a transition to the abbreviated 
mode. 

Thus, there will be preserved between the capital and second- 
ary examples a distinction to the eye, corresponding to that 
between the trunk of a tree and its branches; and the examples 
of perfect play, which are but few in any master, will- stand on 
a merited eminence. . The full notation, too, by appearing at 
the head of the different classes of games,. wi)l serve as a per- 
petual key to the new, so as to make this explanation perhaps 
superfluous. 
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apoloss anti Critique^ 

[First suhjomed to the Third Edition^ 1810.] 

Since the last Edition of the work ia the Reader's . 
hand, a treatise has been published^ which forces itself 
on the Writer's particular notice, by animadversions 
on him as Author of the Introduction and Editor of 
Philidor. 

As these animadversions go back, for their first subr 
jects, to articles which are not to be found in any 
edition of the Introduction prefixed to Philidor's work^ 
— having given place, as soon as the first impression 
was sold, to incontestable ioiprovements, — it becomes 
necessary to explain what they were. 

Nothing is more common than objections to tlie in« 
consistency of the European names for the pieces. 
Influenced by th^se objections, the writer, in a pam- 
phlet published in 1799, which was the germ of the in- 
troduction to Chess, proposed to substitute the term 
" minister*' for that of" queen." It will appear from the 
corresponding oriental word*, that this was rather a 

* SeeAp?ENDix, Comparative Table of Terms. 
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APPLOOY AND CRITIQUE, Xvn 

r^njtQr^tioQ than m mnQYniio^* He proceeded to ass^ 
mijate tt^e gA03e tp a tbeatret of polity by introducing 
the word " peer'' for " xoolc^*' and " comnM^ier" in- 
stead. i>f <^ pawn%-' The fawttrable reception of his 
^eljNnentery tract, enloouraged him to prefix it to an 
edition of FiiiJtiDoa in 1801 : hut, not to make the 
esl;abli^h^ tepcijtkiion: of another the vehicle of an in* 
Boyation of hit Qwn^ he reverted to the current syatein^ 
and withdrew the substituted names. . 
• Mr^ Sarratty vrho styles himself in his publicationy 
Professor of Chess, ha9 disturbed the repose of this 
]^opositiQn^ deemipg it a good subject f^ coarse 
iropy. It would ,ha?e been candid to have quoted the 
words in wbi0b it had be^i suggested. 

^s tradUioa represents Chess to halve beea invented 
a^ ap image of war,^ so if ever the European names be 
rediiQcd to tttuformity, that oonsideitation wiU claim to 
gpvef the revirion. But would a $i4f^ of .military 
terms make the resemblance more vivid i For experi- 
ment, let the Word ^' queen*' be succeeded by ** mar- 
shal)" or. ^^ general/' and the mitres give way to any 
aiilitary symbol, -<* the faint, vestiges of pairal^h^* 
tWQ^n. the chess-board and the field of titties, will not 
be strengthened: on the contrary, the want of a close 
resemblance will be exposed. To have no definite 
archetype^ agrees with the metaphysical character of 
the game^ Neviertheless, for the sake of harmonizing 
th$ machinery, it might be desirable to return in part 
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XVIII APOLOOr AND CRlTICiUE. 

to the old English names^ extant in the poem of Lyd^ 
gate; adopting Ferz for " Queen/' and Jlfin for 
"Bishop;" and either" to follow his orthography in 
" Pautiy* or to substitute the> Hindoo word Peon. 

In the Edition of 1799, the Writer had deliberately • 
introduced into the first lessons faulty moves^ to exer- 
cise the. learner, and. to instil a habit of examining 
every model, previously to adopting any principle, or 
maxim from it. The . interspersion of these broad 
errors, might have a parallel use with the instances of 
false cottstniction inserted in grammars. Their exist- 
ence was intimated in the Preface; and the pupil vras 
cautioned in the course of the notes, to try whether 
better moves might not be takeni Although some 
public critics had pronounced their approbation of the 
elementary tract, without excepting to these, — yet the 
Writer, on the demand for a second edition, of his own 
impulse, discontinued these, and substituted moves of 
a higher order. 

Mr. Sarratt has fastened on one of these palpable 
errors, which it was properly the part of the unin* 
structed pupil to detect; and without any notice of 
the evident design in its construction, has quoted it in 
his Preface, as a ground for liberal sarcasms on the 
Writer's skill. 

The same spirit has led Mr. Sarratt to blazon a sub- 
ject for misrepresentation of a different kind ; an error 
which was not intended^ an absolute inadvertence. 
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This solitary defect rewarded the Professor's assidooas 
and sangaioe examiaation of the^rs^ edition of the two 
works Iq conjunction, 

A reference to p. 59, of the present, will explain 
what the oversight was, although three editions back 
it was removed. The Writer's Second Essay proceeds, 
for five moves, nearly as the Back Game to Philidor's 
Fifth Regular Party, p. ^14, excepting that the Black 
moves first. In the former, the White's defence, at 
tlte \fifth step, is by the king's knight; in the latter, a 
similar attack is met, by playing the king's knight's 
pawn, at the sixth move. In comparing both methods^ 
the Writer inadvertently let Philidor's move, which 
prevents the black queen from acting on the bishop's 
second square, also stand. The result was an absur- 
dity both in the sixth move of the White, and the 
^ seventh move of the Black, obvious to any person who 
played the example from the beginning. 

Mr. Sarratt's unusual critical freedom has given the 
Author of the Introduction a right to examine the 
plan and execution of the Professor's Treatise. 

The Professor undertakes to exhibit the proper 
mode of Attack in the first volume, without pursuing 
the proper Defence ; and he devotes the second volume 
to examples of successful Defence, chiefly against mis- 
conducted Attacks. Any plan is essentially defective 
which does not embrace games, distinguished from 
mere openings, in which the best Attack and the best 
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Defence are taagbt together. The pupil can be 
formed into a good player, only by preparing him to 
contend with excellence. To complete the plan, a 
third book is wanting, which ought to stand first ; a 
book of equal games, in which both sides are properly 
conducted, as in many of Philidor's Parties, through 
the difficulties of the middle part of the contest. 

Again, Mr. Sarratt seems not to be aware, that his 
peculiar plan, to be equally useful with the common, 
requires a more rigid adherence to method. Thus, 
when every game contains, in Back Games, the prin* 
cipal variations from the best Attack and Defence, tb^ 
order of thcitrfependeat examples is not of much im*- 
pottance. But, when the Attack^ and Defence, be- 
longing to. the same game, are detached into different 
books, the examples in each bode should correspond 
in order and number. The want of method has be- 
trayed Mr. Sarratt into many inconsistencies. He 
thinks, that he who plays the King's Gambit has indis- 
putably the disadvantage, and yet inserts it in *' Book 
'^ I. containing different methods of opening the game, 
^^ and taking an advantageous situation in the first 
*^ twelve or fourteen moves.** In the seventeenth 
Game of the first book, p. 118*, he censures the second 
eountermove, " Queen's bishop's pawn a square," 
against the move of the King's bishop. In ** Book II. 

• Treatise by J. H. Sarratt, Professor of Chess, 1808. 
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APOLOGY AND CRITIQUE. XM 

*^ teaching the player who has not the move, to open 
<^ his game, and to frustrate his adversary's attack,'' 
p. 84, the same countermove shews itself in an exem* 
plary party. 

As it is much easier to teach a player to lose than to 
win, he frequently introduces ^plurality of dbclabeb 
bad moves into a game : whereas no eitample should 
have more than one false step, and all the succeeding 
should be as masterly as they can be played, to prove 
that defeat is entailed by the move censured. In the 
Sixth Game, of the first book, p. 60, fae remarks, on the 
second step : " The Black loses by this," — and, on the 
fonrth : '^ This is not a good move." In the Eleventh, 
p; 96, the first counterstep '' might be played better,'' 
and ti^e third is pronounced '^ useless ;" but convenient 
as such combinations are for the assailant, his accom- 
modation is not completed till the fifth: ^^ The Black 
** loses the game by this move.'* The third step of 
the Fourteenth Game had been proved, in the open- 
ing of the book, to be ^' certainly bad,*' yet it is re- 
ceived into the society of creditable moves, unchal- 
lenged as a returned convict ; and the failure of the 
black is attributed to the fourth move. So, in the 
Fifteenth and Twenty-fourth Games, there is no de* 
monstration, because the loss is ascribed to successive 
errors. 

In the Preface, p. xviii., Mr. Sarratt observes : " It 
'' seems easy to prove, that die player who has the 
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** first move cannot gain any advantage by his attack, 
'^ if his opponent adhere to a regular system of 
^' defence," In the course of the examples, p. 189, 
the following remark comes upon us by surprbe: 
^' Even when the defence is scientific, he who plays the 
^' Queen's Gambit has rather a better game than bis 
*^ adversary/' These collisions in the master's mind 
))[iight involve the pupil in suspense— were it not that 
a third remark, book ii. p. 98, as repugnant to the 
second, as the second is to the first, decides the point 
as by a casting voice : ^^ The Black has at lea^t as 
" good a game as the White/' 

His careless assertions respecting Philidor's Ana- 
Ijfsis^ confront and beard each other : '^ It is much to 
'^ be regretted, that Philidor, who played pawns 
^' with such commanding skill, should have inserted 
" 'Only two or three examples*/' Prrface, p. viii. 
*' In the first game, the White wins solely by the 
^' scientific method in which he plays his pawn^; and 
^' it may be asserted, that nocommon player can derive 
*' any benefit from it/' Preface^ p. xviii. " None 
*' but a very good player can profit by the rules laid 
" down/' Ibid. Now these rules relate chiefly to the 
management of pawns. 

In the composition of the games, Mr. Sarratt ought 
distinctly to have stated what was his own, and. what 

* Iftbe reader consult the Table of Contents, he will see diat 
<< 4}wovor three*' is a figure of speech for a great number. 
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he has derived from preceding writers. Will he chal- 

lenge^ as his own, such instructions to play wrong as 

may be exposed ; or be satisfied to have the finer 

strokes exclusively attributed to himself? 

The flowing outline of our Professor's first game 

maybe found in Lolli*s Wort, p. 359. It is worth 

while to examine this course of attack, because it is 

connected with the study of the proper defence. 

The first moyes are : 

1. 
W. King's pawn two squares. 
B« The same. 

^. 
W. K« bishop to the Q. bishop's 4th. 
B. The same. 

3. 
W. Q. b. pawn one square* 

The question now is : Whether the Bkck may safely play 
the K. hnigkt to the bishop's third? Philidor appears, from 
his Fourth Regular Party; to think that this countermove 
involves no absolute loss. Lolli, in unison with the Anony- 
mous Contributor to his II Giuoco degii Scacchi, maintains that 
it will either entail mischievous consequences, or draw the 
second player into an unfathomable vortex. Mr. Sarratt, 
lastly, has undertaken to demonstrate that the adventurer on 
this step takes an inferior position. These masters conduct the 
attack and defence for some time alike. 

3. 

l«Wr K. KNIGHT TO THE BISHOP's 3d. 
4. 
W. Q. pawn two squares. 
B. The K. pawn takes the pawn. 
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5. 

W. Tbe.K, pawn advances, 

B. The queek to the king^s second. 
6. 

W. The Q. b. pawn takes the K. pawn. [Lolli breaks 
off here; observing that '' the first player may main- 
tain two pawns in the centre, to the depression of 
the adverse game : but which were tedious to demon- 
strate."] 
B. The k. bishop oives check, [This is Phiuboe's 
counterstep; who proceeds as in the Back Game to 
his Fourth Regular Party.] 

Referred to in Note on Analysis, p. 211. 

7. 
W. The king to his bishop's square. [Mr. Sarratt 
makes this move*, which appears to be original on his 
part : he finishes the attack and defence as follows :] 
" B. K. KNIGHT to adverse king's 4th. 

8. 
« W. The queen to her K. kmghfs 4th. 
** B. Q. b. pawn one square^ 

9. 
« W. The queen takes the knigbt 
*^ B. Q. pawn 2 squares^ 

10. 
" W. The bishop takes the pawn. 
" B. The pawn takes the bishop, 

11. 
" W. The queen takes Q. b. pawn. The White has the advan- 
tage of two pawns and a good position." Thus Mr. S. 
dismisses the party. 

* Treatise by J. H. Sarratt, vol. i. p. 18. Second Back Game to 
First Game. 
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The difficulty of finding a satfefactory countentroke to this 
ingenious deviation from the attack, of PHitii>D% induced the 
Author of the Introduc$kmf in this edition oflSlO, to allow that 
the third countermove of the K. knight had placed the second 
player on inferior ground : hut he has since discovered resources 
for the defence which embolden him to attempt the vindication 
of that countermove. His latest conclusions with regard to the 
moves above cited from Mr. S. are these : That " 7. W.* is 
sound and dexterous, but the position taken commands no 
advantage; — that " 7. B." is the right alternative; — that 
" 8. W." is ineligible, and would permit the second player to 
gain the attack, and at least equalize the game; — that '^ 8. B.** 
is unnecessarily weak and distressing, a fine opportunity given 
by the mode of attack being lost sight of. As the Author of the 
Introduction has not room here to support these conclusions by 
a confpetent chain of examples, he reserves them for a separate 
treatise, to b^ devoted to the investigation of contested moves, 
and a new analysis of radical positions respecting which 

masters of great authority maintain confiicting opinions.' 

If we pass to the correspondiog gaiiie> in the secotad 
book, to which Mr. Sarratt refers the Reader fcur the 

proper defence, we find a model in which the fallacy is 

more easily pointed out. 

1. 
" W. TheK.F.itwoitep». 
*• B. The same. 

« W. The K. B. to Q. B. fourth square, 
" B. The same. 

3. 
« W. The Q. B. P. one step. 
" B. The Q. to her K. second square. 

'a. . , 
•* W. The Q, p. one step. ■ . 

" B. The same. 
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5. 
<< W. The K. Kt to his B. third squam. 
<' B. The Q.B.taitoK. third square. 

6. 
<' W. The K. B. takes it. 
'' B. The K. B. P. takes the K. B. 

T. 
<' W. The Q. B. to adversary's K. Kt. fourth sq, 
<< B. The K. Kt. to its B. thu-d square. 

8. 
<' W. The Q. Kt. to its Q. second square* 
'< B. The same. 

9. 

« W. The king castles. 

<< B, The king castles with his R. *^ Both Gahes (says 
" the Professor) are vert well opened; and the 
*^ Black's situation is, to the full, as secure as th« 
" White's."— Treflrise, vol. ii. page 5. 

If we proceed with the positioD, as the Professor 

left it, the Black may he compelled to isolate the 

doubled pawn very inconyeniently. 

10. 

W. Q. PAWN ONE SQUARE. 

B. If ike Pawn takcy — the White, on reprising with Q. bi 
pawn, will compel the Bishop to retire ; andy then, by 
pushing K, pawn, must win a Knight for a Pawn, There* 
fore the better mffoe is: 
K. bishop to Q. knight's third. 
11. 

W. The Q. pawn takes the pawn, 

B. The Q. pawn takes this pawn. 
12. 

W. Q. knight to Q. bishop's fourth. 

B. The queen to her bishop's fourth. 
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.13. 
W. Th« Q. knight takes the bishop. 
B. The queen takes the knight. 

14. 
W. The queen to her bishop's seconds 

The White must avoid so tg e^change^ as to spread the 
two black pawns on the K.JUe^ or to bring one qf the 
other paxons to join them. 

The Author of the Ttitroduction has a pleasure in 
acknowledging, that before he had time to look 
through the Professor's Treatise^ a Friend, who con- 
sidered the Professor's sarcasms as an unhandsome 
aggression, took an interest in assaying his games, 
and particularly pointed out the vulnerable position 
which has been exposed. 

Mr. Sarratt announces, among his own improve- 
ments*, " an analysis of the moves censured by Phi- 
" LI dor: — The author endeavours to prove, that 
" playing the king's knight to its bishop*s third square^ 
'' the second move, is very good play." The Anony- 
mous Moi>ENESE made the same attempt, in the same 
manner, half a century ago. The Reader will fitid 
this well-composed train of play, in a Commentary on 
Philidor's Third Party. 

Mr. Sarratt also endeavours to prove, that the 
*' player who plays his queen's bishop's pawn one 
" step, the second move, does not play ill." The 
intended demonstration of this is a copy, with one 

* Pf^ace, p. xxviii. 
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original trait ; for, proceeding to the seventh counter- 
move without a guide, he directs the qveerfs knight ta 
the bishop's third*, which is not the right step, and the 
Defence is undermined. The Opening by the Mode- 
NBSE originated in a critique on the JINJLYSIS^ 
and is cited p. 178. Philidor's Defence to the 
Fourth Party is invincible. 

The Professor is not happy in selecting an article 
from Philidor's Work, which, while others are 
censured, or commended in undervaluing terms, is 
distinguished by full applause. His Third Gambit 
is the Seventh Back Game of the First Gambit of 
PuiLiDOR, converted into a principal model of attack. 
In its progress, he remarks : " The whole of this g^me 
" is remarkably well played. It is one of Phili- 
*' DOR^sf." Now it so happens, that, of eight ramifi- 
cations from the same principle, this alone has an 
error, in the effect ascribed to the hinging move, 
which is the eighth of the Black. When this error 
is detected, the ninth move of the White becomes 
unsuitable; and the article will be a pattern of 
defence, instead of attack, as far as^ the sixteenth 
move. Then the position is that in the annexed 
diagram : 

• Vol. i. p. 76. Second Back Game to the Eighth Game, 
t Treatue by Mr. Sarratt, vol. i. p. 163. 
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XXIX 




The Black to move. 

Referred to in Note on Analysis, p, 239. 

16. — .— — .— Q. knight takes pawn. 

17. Pawn takes knight. Bishop takes pawn. 

18. Bishop to Qk2. King to Qk. 

Defence has the superiority. 
Or, 
18. Queen to KS. Queen to S. 

The White must not take the undefended Q. r. pawn ; nor 
attack the queen with the knight His position is weak and 
uncovered. The Second Player will win. 

The course by which the Second Player loses, in 
Mr. Sarratt's Third Gambit, is implicitly adopted, as it 
was marked out by Philidob. The miscalculation 
may be thus explained. The White is made to sacri- 

d 
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fice a knight for two pawns, to gain a position. The 
Black pieces are, in consequence, distressed and con- 
fined ; and while the player is manceuvring to extricate 
them, so as to keep a numerical advantage undimi- 
nished, the game is lost. Bat if the Black make a 
similar sacrifice, at a point which escaped Philidor, 
the position of the White is totally disconcerted. 

Mr. Sarratt concludes his Treatise with some 
^^ Critical Situations, won or drawn by brilliant and 
" scientific moves/' The following is one of them*, 
with no other alteration than the substitution of a 
diagram for a verbal description. 




*' White to move, and to draw the game." 
* Treatise by Mr. Sarratt, vol. i. p. 250. 
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This is a teasing tfaiog to require. The Amateur 
is perplexed, perseveres in combating the necessary 
effects of the position, till he concludes that the Pro- 
pMet of the Problem mus): haTe an iasight i&to Chess 
many degrees deeper than his own : he then turns to 
the solution in the accothpaayidg vdam^y and finds the 
dilBicalty thus subdued*. 

1. 

*^ W. The K. to his B. fourth square. 

'< B. The K. to hi^ third square.'^ {Thii k scm^fjf fi com- 
petent depiee^ ^tke intentim he toMee evefg'a499iniagey 
unless the next move ako takeplace.'] 

'* W. The K» to his K. third squftie^ giving chetik. . . 

« B. The K. to his B. third square." [Were he to return to 
the queen's thirds hertfould phj/ Ugfiinst the adtenary,} 
.. . • 'I ,3- •;..-.: ..:• .- 

« W. The R. to its Q. R, tl^ird square." [25M« is afne 
stroke, separate^ considered : but the previous false play 
qf the Blofik ^iS^^thA tohoh e^^m^pie.} ; ^ j , 

*' B. If the Black take the R. the White wUl be stale-mated ; 
'* therefore the Black must play his R. either to his 4^ 
^ 4ii^^ Q. B. t(mtih sqtiarfe. ' ^ . r 

« W. The R. to adversary's Q. R. thifd^ checking. • , ,. 
^ B. The K. to his second square. 

5." 
" W. The K, takes the K. B. P. 
« B. The Q. P. one step, checking with the R. 

6. 
" W. The K. to his fourth square. 
" B. The R. to the adversary's Q.B. fourth square. 

* Treatise by Mr. Sarratt, vol. ii. p. 308. 
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** W. The K. to the adversary's Q. fourth square. 
<< B. The R. to the adversary's Q. Kt« fourth square. 

8. 
^< W. The K. to the adversary's Q. B. fourth square ; and 
^ will win the pawn." 

If thei pieces be restored to the positioa in the 
diagram, it will be easy to .shew, that one of the 
pawns may be preserved, and queened. 

1. 

W. The king^ to his bishop's fourth. 

B. The rook to adverse Q. rook's square. 

2. 
W. The king takes the K. b. pawn. 
B. The rook gives check, at adverse K. bishop's square. 

3. 
W. The king to his knight's fourth. 
B. The king to his fourth. In this position, the rook and 
pawn can win by force. 

m 

The Author of the Introduction has studiously 
avoided the language of irony; because it is often 
the resource of those who cannot directly controvert 
what they undermine by equivocal compliments. He 
has plainly exposed some defects in the plan and exe- 
cution of Mr. Sarratt's treatise; and hopes that the 
Professor will not disdain to remove them. 
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CHAPTER I. 

The Board on which this game is played, like 
that used at DraughU, is a square, divided into 
sixty-four smaller squares, and checquered black 
and white. At Chess these squares have the 
technical name of t houses, and are all used in 
play. • . . ' 

In placing the board, care must be tsken that 
a white comer square be at the right hand of 
each player. When the board stands in this 
position, the severietl ranges of houses running in 
a strait line from left to right, are called ranks; 
those perpendicular to them, running ^from one 
player to the other, take* the name oi Jiks; and 
the two ranges, sloping from one comer of the 
board to the opposite^ (one of white, the other 
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of black squares,) touching at the corner, are 
diagonals ;, ^o are the shorter ranges which run 
in a parallel direction. 

THE PIECES 

Allotted to each competitor are sixteen, viz. a king, 
a queen, two bishops, two knights, two rooks, and 
eight pawns. -As a necessary distinction, each set 
is coloured in a different way; one is commonly 
white, the other red or bl^ck. 

THIi PJSPOSITION OF THE PIECES ON THE 
])OARI^ 

Is as follows : — The white king is to be seated on 
the firsit or nearest rank, on the fourth house (i 
l)lack on^) from that earner of the board which 
is to tfi^ right of the player to whom he belongs ; 
bis queen glose to him on hi$ left, on a hous^ of 
^ler own coloiir; the bishops, om dose to the 
king, on the right hand, and the other immedi-t 
ately at the left of the queen ; adjoitiing 6ach of the 
bishops, a knight ; and,:last, at the corners of the 
board, the two rooks, .^aving.t|^us arranged the 
|irst line, let the whole of the second rank be 
occupied by the p&wns, one before each of the 
pieces. As to the counter set, the black king i$ 
to be placed on the farther side of the board, 
opposite the white one — his queen opposite the 
l?vhit? queen — ^nd ?o qn; placing all the piw^ 
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opposite those of corresponding denominations— 
the pawns on the second rank as before. 

To illustrate what has been said, and to shew 
the forms of the pieces, the plate forming the 
frontispiece is given ; which see. 

THElft i?OWfcRS AND M0l)E OF ACTlOK^ 

The gradation observed in describing these, rising 
from the lowest to the highest pieces, will shew the 
comparative worth of each order, 

I. Of the PAWN. When one of the pawns is 
moved) it must be along the file in which he has 
been first placed, in a strait line toward the 
adverse party. The first move may be either 
one or two squares, at the option of the player : 
after which no pawn can advance more than one 
house at a time*. Having been once brought out^ 
a pawn, more restrained than any other piece, 
cannot retreat or move back. He is prohibited 
too from quitting his own file for that of another, 
except to make a capture ; in which operation he 

* Tht latitude in the first move of the pawn is controlled 
in one relation. An unmoved pawn has no absolute right to 
pass by a pawn of the opposite set which has come forward, 
on an adjoining file, three squares, or to the fourth from this 
kide: the former may make the extended step, but is liable to 
be taken by the latter in passing, as if it had moved but one 
square. The ground for thisexceptioa is ^scussed in the 
App£if Dix at the end of the work. 
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moves diagonally info the next file, to the right or 
left (as may be required) one house fonrard. After 
the capture be is con&ied to moving directly. for- 
ward as before^ and cannot leave his new file, but 
on a similar occasion to that which led him into it 
The pawn may be queened. See the institute: 
" Of promoting a pawn^^ 

II. The KNIGHT. The move of the knight is 
peculiar io himself, and difficult to explain* It 
is two squares at once, (thre^^ including his owui) 
in a direction partly diagonal and partly strait 
The house to which he steps is always of a <^ 

f event coUmr from that which he leaves. It may 
likewise.be said to be uniforody mxt but one to 
the latter; although in his passage to it he passes 
transveisely over the corners of two* 

Note — That this i^ the only piece that has a 
vaulting motion; ox that is not precluded from 
going to a square,, between which and. his own 
other pieces intervene : just to shew what is inefmt, 
if good play .permitted it, any one of the knights 
could move out before a pawn had stirred, alight* 
ing on the third square of either the bishop or 
the rook; without waiting, as other pieced are 
obliged, till an opening be made. 

III, The BISHOP. By observing the plate, it 
will be seen that the bishops of the same set are 
placed on squares of a different colour; the white 
king's bishop being seated on a white, mid the white. 
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queen's bishop on a black square. What makes 
it necessary to remark this local accident, common 
to the knight and rook, is» that the bishop, unlike 
bU the other pieces, is obliged to walk, tbrQugbout 
the game, oa that colour of the exchequer* that 
he ifvas placed on at the commencement of it; 
which is a necessary consequence of his mption 
bdqg purely diagonal. His step is in other respects 
quite unlimited, as he may, at a single effort, go 
any length of squares from one to eight, or as far 
as the space be open. . 

IV. The i^ooK (also called the castle) ipoves 
in strati lines parallel to the sides of the boards 
forward or sideways. It can, at one step, pass 
along a whole open rank, or a whole file, or stop 
short at the second, third, or other square of the 
rank or file. 

V. The queen is armed with the distinct 
powers of the bishop aiid rook; that is, she may 
move and take either as a bishop or as a rook: 
but she must make the whole of one step in one 
di^ction, and not combine the diagonal with the 
rectangular power in the same movement. 

VI. The KING, — except when he avails him- 
self of the privilege of castling^ can move only 
one square at a time; of course he can take at 
no greater distance: he may, however^ both 
move and take either forward, backward, side- 

^ A technical name for the board. 
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tr^ySi or aslant; having eight rays of action. 
When the removal of the bishop and knight in 
the king's quarter of the board, or of the bishop, 
knight, and queen, in the queen's, has opened 
the intervening space, the. king tnd^y castle with 
either of his rooks : which is done in his own sec- 
tion, by placing the king on the knight's square, 
and the rook at the other side of the king, on the 
bishop's square; but in the queen's section, by 
placing the king on the bishop's square, and the 
rook on the queen s square. In castling on either 
side, the king's step is extended to two squares. 
This ambidextral manoeuvre of moving two pieces 
at the same time, the player is allowed to employ 
but once in a game. It is an established institute, 
that the king shall not castle when in check, nor 
when he has previously moved, nor with a rook 
that has moved. The only prerogative of the 
king, is a great one ; that of never being taken. 

MODE OF CAPTURE. 

All the pieces except the pawn take In the 
direction in which they move. A pawn, like every 
other agent on the board, can take any piece that 
stands within his rays of action, from one of his 
own qusdity to the queen. The capturing piece is 
placed on the square of the piece taken. A player 
is not compelled to take, when an enemy is under 
attack, but may refuse to make the capture. 
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When there is a reprisal or mutual capture, it u 
called tJtchanging. 

OF PROMOTING A PAWN TO B£ A aU££N, 
ROOK, &C 

When a pawn has penetrated to the farthest 
rank on the adverse side of the board, he can no 
longer move as a pawn, and is rewarded with pro>* 
motion to the office of a piect. 

In different ages, siitee the invention of Chess, 
in different countries of the !East, and of Europe, 
and in different societies in the same age and 
country,' — a dashing variety of customs have pre- 
vailed in assigning the rank to be demanded for 
a promoted pawn; from the extreme of incon* 
venient restriction, such as making the distinction 
of the pawn depend on the file in which he ends 
his course, to the opposite extreme of an indefinite 
license for the introduction of supernumerary 
pieces, which is absurd in theory, and awkward in 
practice. A particular sketch of these clasliing 
customs is exhibited in the Appendix at the end 
-of the work. 

When the Modern Hindoo school, the origi- 
nal from which the Persian game is derived, 
adjusted its code, Chess had become a system of 
congruous principles. The following institute b 
consonant with the spirit of the rule which pre- 
vails <m the boards of Persia and Hindostan; it 
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is also supported by the published sentiments tff 
some distinguished modern masters in the Euro- 
pean schools; it leaves a liberal reward for suc- 
cessful enterprise, and even its limitations enlarge 
the field for foresight and calculation. At the 
saixie time, this contribution towards uniformity in 
the En^ish school is proposed with great defer- 
ence as far as it abridges the license of having 
duplicate and triplicate queens^ or an extra number 
of inferior [Heces, — for which some individuals 
and societies entitied to consid^ation have been 
advocates* In a conflict of respectable authori- 
ties, we must call in Reason as an umpire. 

Institute limiting the Promotion of a Foton. 

If the player who has conducted a pawn to the end of a 
Hie has lost the queen, he may then replace her. If the set has 
been diminished bif capture only in one class, the pawn fills thiit 
specific vacancy, and there is no option. If pieces of d^erent 
classes have been lost, the party to be benefitted by the pawn's 
new power, may replace the highest — or a lower in preference 
to a higher, when the higher piece does not comprehend the 
desired power ; or, has an excess of power. Thus, for imme- 
diate effect, the peculiar move of the knight is frequently 6f 
more avail than a queen : other situations occur» in which a 
queen would give a stale, when it may be the dictate of cal- 
culation to take a rook or a bishop in preference. To express 
the privilege and its limitations in one word : ths plater 

MAY CALL ANT PIECE IN WHICH THE SET IS DEFICIENT. 

This rule includes all tiie cases which can ajrise, 
reserving one altogetiier anomalous. It is pos* 
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sible that a pawn shall reach the kst rank, whUe 
the pieces of the set remain entire. Differaat 
rules, which are discussed in the Appendix^ are 
candidates for adoption in this extreme case. 

To obviate inquiry on any point, it may be 
added, that the ceremony of transformation neces- 
sary to distinguish th6 promoted pfawn, is a sort 
of exchange : liie pawn is removed from the board, 
and put among those captured by the adversary, 
and a piece of the denomination which he assumes 
is returned in his place. 

O^ 0;[yiNG CHECK, AND CHECK-MATE. 

Upon this the game hinges. As the king is 
never taken, whenever an adversary is advanced 
upon him in dueh a mai^ner, as tbat> remaining 
where he is, if he were any other piece, he might 
be captured ; the person advancing it is to salute 
him with the word " Check,'' warning him of hSd 
situation, upon which it is indispensable that he 
should alter it in one of the following ways : either^ 
reiativeiy, by taking the threatening piece, or inter- 
posing* one of his own between that and himself; 

* Note — ^This second mode of defending Jbimself canncft b^ 
practised when he is checked by the knight, owing to the 
vaulting motion of that piece ; he must then have recourse to 
either the first, or the third: and^ should he be checked by 
any two pieces at once, which is called double cheeky the thrtd 
only will avail. 
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12. INt&ODUCTION TO CHESS. 

or, positively f by withdrawing to a square which is 
not at the monaent exposed to the action of an ad^ 
verse piece. If he cannot do one of these, the game 
is lost. This inextricable contact with an adverse 
piece is technically termed check-mate. 

OF GIVING A STALE. 

The game may be lost too in a manner quite 
opposite. By the constitution of Chess, the king 
is on no account to move into check ; and, there* 
fore, when, as it will sometimes happen, one party 
has crowded up the king of the other with so 
many pieces, that the only move left him would 
take him into check, — if the person^to whom the 
king so circumstanced belongs^ has no other piece^ 
or no other that can be moved, the contest must 
necessarily stagnate. Come to an end before the 
arrival of the regular result, it can be proceeded 
in no further. The game is not, however, ««- 
decided. The player giving the other the stak^ 
(so, in the language of Chess, the dilemma which 
the king is in is called,) is ruled to have defeated 
himself. This institute, though immemorially 
transmitted, is neutralized by some innovators, 
who refuse to extract a stimulus to ingenuity 
from an unavoidable imperfection in the machi- 
nery of the game. See, infra, Laws of Chess,p 
XVL note. 
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ELEMENTART INSTITUTES. 13. 

JtEASONS FOU ASSIGNING THE VICTORY TO THE 
PARTY RECEIVING THE STALE-MATE. 

A little reflection will shew that this rule is 
not incapable of the justification, which, at first 
sightyit might seem to want It is an embarrass- 
ing subject for legislation in the game, that it 
is perpetually liable to an incidental situation 
which renders it indecisive, through a cause 
quite distinct from equal play, The only way 
to counteract the recurrence of this situation, 
is to institute an artificial rule, awarding the 
Tictory, whenever a stale happens, to one party 
or the other. 

The necessity of making some kind of deci- 
sion being arrived at, the propriety of placing 
the bias where it is may be easily evinced. 

It is to be recollected that the rule under 
discussion, — and the different rule, not yet fami- 
liar in England, that a stale is a drawn game,— - 
are equally arbitrary. The expediency of an 
arbitrary rule, however great, cannot entirely 
divest it of the dissatisfactory; and therefore' 
the seldomer there is occasion for it the better: 
now the making him to lose by a stale, who 
may always avoid it by caution, is an effective 
bar to its happening very often. 

Th© principal effect of this rule highly re- 
commends it. Whenever the critical case, to 
which it is applied, ia likely to occur, a greater 
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:14. IHTJfeQDUGTIOW TO CHE8«% 

ejpertion iff inteUect in eandwiwg Pk^^pproaeh i» 
incited; than which nothmgcan be more agree- 
able to the genius of the game, as the professed 
object of Chess is to call out the powers of 
the mind* 

ThMs a defect, inherent in the structure qf the 
game, and from which it were impossible to 
free it, is overruled so as to give it a higher 
degree cf inta^est. Upon the whole, the neces- 
sity for this rule is not to be deplored* 

OF A DRAWN GAME. 

It may be superfluous to add, that whenever, 
fron^ t|;ie greatness of &e loss on each side, (the 
more potent pieces, and those capable of becom-r 
ing so, being gone,) or from any other cause, 
it becomes certain that ndither par^ can ^ve 
the other Check-mate, — the game is to foe dis7 
continued as insipid and useless, the players con- 
senting to draw their pieces, to court decision 
in a new party. 



Digitized by 



Google 



K 



CHAPTER II. 

General agiarimis, 

TO WHICH ARE ANNEXED 

' ■• i . . • • 

THE LAWS QF CHESS/ 

Thesos questicxDs occur at every evolution •'-^ 
IVhat piece is to be mwcd ? What sqtmr^ is it ta 
be fmwd to? After the first tim^, fbr a reason 
obvibus to tbe ; practical pUiyer, /(the i abrtisctkm 
ftoiik any panroiikr sku^etionwhicb, from tiber lati- 
tude of steps m tile poiv^'of the adversary, the! 
mind of the theorist is forced, to ubake,) we eaa 
only give helps for ti)e r^i^' him^f to deddo 
them. .' f . 

The game, cannot be, better opened tbap by 
^fivfiwiqg thp kiifg's pcpv^ two sqtiares, Whie- 
ther a pawn or a i»ec6 fihoold ^igage second, will 
depend gready on the play of > the antagonist. Aa 
fhere is danger, ingeiierbl, \i\ moving the King's? 
bishop's pawn one square, and great effect to be 
derived from pushing him t^o,, the king's. Tbishop's 
must rarely^ at the outset, b^ epnployed to sup- 
port the king's pawn. In examples ^v^en both 
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l(5t INTRODUCTION* TO CHESS. 

in the Introduction and Analym, the following 
question is considered. " The kings pawn is 
'^ attacked by the adverse knight: Should it be 
" sustained by the queen's pawn, or the queen's 
" knight ; or, leaving it exposed, should the king s 
" bishop's pawn be moved two squares ?** 

The player can seldom escape the inconveni- 
ence of either obstructing the pawns by the pieces, 
oi* the pieces by the pawns, but each is to be 
avoided »s much as possible. To. let the piece 
of freest action have the preference in stepping 
before another, generally conduces to make the 
impediment but transient. 

Where the pawns are not equal to support or 
cover each other, the pieces must sustain them *. , 

In REGTJLAii PARTIES, PhilidoT teachcs tiiat 
bringing out the king^s. bishop at the second move 
is decidedly better, as the basis of an offensive 
combination, than bringing out the king's knights 
Some professors and good players dissent from 

• At Chess, defence is promoted in three ways: J. One 
piece,' to support another, is placed so that if the piece,he is 
designed to guard/were an exponent be could, take him t The 
protection results from the, iMtversary's bqng deterred from i^ 
capture by the certainty of a reprisal. 2. It is placed so (is 
to cover the pieqe iittacked, interposing between that and the 
adversary. 3. It commands, by its action, that part of the 
field,into which an opposite piece must move to bear on the 
piece defended. The king can be guarded only in the two 
latter modes. 
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this: Several games, both in the Introduction 
and the. AnaiysiSy turn upon this early attack of 
the knight and the best mode of counteracting it 

Bishops can take a position to bear on the king's 
seat, or other distant object, in fewer moves than 
knights; and as they move obliquely, are not so 
liable as knights to be attacked by adverse pawns^ 
as a pawn attacking a Ushop must be defended* 
On the other band, knights are employed with 
great advantage in the early part of the game, when 
the antagonist, has so pushed forward alternate 
pawns that the knights can enter his section with- 
out being forced or disturbed. When the board 
is crowded, the comparative power of the knight 
is greater than when the field is free, because his 
vaulting motion is then of more value. 

Id OAKiBiTs, the. knights commonly move be- 
fore the bishops ; because the adverse pawn, whidi 
might be. troublesome, is displaced, and because 
their own pawn, ^which would be obstructed, is 
wcbaqged : but gambits are only ta be learnt from 
partiiQidar examples ; and as we are ei^gBged in 
general maxims that apply to rq;ular parties, it 
ifi sufficient barely to mention them. 

Prudaice forbids precipitation in playing the 
pieces offensively; because if , a second-rate piece 
be merely driven back you lose a move, — and if 
a queen or rook remain on the adverse section in 
a crowded board, it is veiy liable to be forced : — 

c 
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l^ut mhw A fe^ pieces have been changed *^, or 
the g^ate is ndvaoced^ and the pawns which you 
int^d to push wiU Kiot'be impeded^ you may direct 
the capital as <weU a& the secondary piec^s^ singly 
or in combination,, on ti\e mostunguidedof tiie 
advfiisaiiea. . .. . :, 

For. the reason just givea the fueen must not 
b^ hai^jtily commilted in the middle of Ihe. fight. 
As. to offence^ you caimpt cqmbins h^h ^in^ 
MBXB^ FiECEis to goo0 effigct) lintil you can ieitibep. 
give your owxl' shape to };he game, dr€ei)ect what 
aspect. it :wiU assume. -An ihcaiitiocib ik^eHaary 
ivill sbmetimaa ^lov' you ah advantage byd^edty 
ing or attacking. YWjlh. berii^a^y:^^e& SiCfP6jf 
hcbm*, .-• ......; • - -'<'' »i ••' '■' ' '>^i?, ^* 

As to defence,/ whenever a^ sk^t antagonisV 
HKivesrhis quaen^ it is the part of «igikniC6 to in- 
sider wbethe^ you'Oug^tnotto ^ovQ youirs^ eddien 
in support of the niebaocdcpointy. or to^^off^r im^ 
Mchaoga, or toroakeaeounter^ttiwrk. . ^ > 
. As the nohs^y&s^ Ihe^giaDae is trowdiidycaiy 
affisct oojdung agamst godd oouM^riday^-^^gmMdly: 

* To change or ciiGh»t|BQ.pi«»iaen!es lo.clfcai ttieiboard^ 
i^jCi4^e,A^ ^n^ ofaflt^Aj ip4y Whep you> g^^ftl^lccc 
of greater value than that lost, it incqea^ies your, copppamtiy^, 
strenstii. The even exchange is only (;o' be inade with cau-[ 
t?bn/ and oT those pieces for which you have the least occasion. 
Tlie '•Active power oT the- queen 'and of the rook tiicreases as' 
th4^b<lio4istlMir(uC; lAatafthelsaiigkt A ^- •' - 
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SpeaUing/ it ife ftdvi'srfblcf to keep them* in reserve 
6fl tJiekihg haS castleil; bt m6ved.' In doubling 
them aftfertvards oh dh open file, it is mostly proper 
to keep eVen thte moSt^dvanced; in their own 
pBMf^ section,' so Ibiig as the adWrfeary might in- 
tei^pose a supported khight or bishops to destroy 
th^r tothmunieafidn*. The useflilness of the root 
graduaHy increases as the files are cleared of 
pawns. When the advefte king is uncovered, the 
check df thfe pSece is of capital effect in circum- 
i^t^kig hiis reti'eat, or in forcing a removal into 
jEttidthW ;Wink. To the adverse king stript of his 
dMelldbiit!^, the r66k/with the sole assistance of his 
awh-' i^rfj^ cin giv6 dieck-mate beyond the possi- 
Ulity df feliiSidn; a decisive share of power which' 
Dtl othet piece besides the queen posseisses. 

The king is rirely to act oflfensively. He Is to ' 
be put^Wfe he wilt be least open to attack*; and 
Wha^thfe' liability to a fatal one' woluM attend 
expiystirei ridtiicr iftoYe libr take but widi-it view! 
to hfe bwn^ defence? ' The Hud points t6 ^ ^hich 
e*ery ttiittg ^Ise is to -iubserve, are -^ ife protection * 
(fiftrttT^ otoh k\ngi and /Ac gfbing of thetk-mate to ' 
tkit Meiersary. 

Tcy'tihiFold, as far as ^nkoRr can' design for 

* . • . . \ 

: : . ■ ..•'»■ ■ . ' . • 

♦ The foiling effect of 4ivkHBj5 doubled yook? is ^QT^emplified ^ 
in a Variation to the Fourth Back-game of Philidor's Second 
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so. INTEOdUCTIOV TO CHESS. 

PRACTICE, the ri^t mode of providuig for 
security, while you aim at conquest, it will be 
necessary to be something more particular. 

§ I. If you propose to castle on the king's side, 
the knight's and rook's pawns must not be moved 
without great necessity ; because the principal in- 
ducement to the measure is the protection which 
the king will receive by retiring behind them. The 
rook's pawn is, however, sometimes moved a square, 
to prevent a^ adverse bishop from coming to the 
knight's 4th : again, as the king, in castling on the 
queen's side, does not at the moment support the 
pawn which the rook leaves, --^unless the king be 
carried by a separate move to the knight's house, 
the queen's rook's pawn is best moved a square, 
both to contract the range of the adverse bishops 
and to ensure its own safety. See Sect. 8. 
' 3. The pawns not wanted to cover the king^ are 
disposable for the following purposes : to take a 
position; to attack the enemy; to support or cover 
their own party; to inake an opening for pieces; 
to force a passage to queen. The field-pawns 
should not lightly advance beyond the centre^ 
nor push out like independent stra^lers ; and as 
much as possible avoid exchanges which leave an 
isolated pawn, unless to obtain a full compensation 
for this inconvenience. Bespectmg double pawns, 
see Scale of Powers, VII. 6. 
The art in conducting pawns, is to play them at 
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GBK£ftAa MAXIMS.^ S 1. 

each stage^ so that they may be either ready to 
anstain each other, or to receive the support of 
piecesi : or to move 'from under attack without 
reliaiquishing an assigned object The manage- 
ment of them varies as they are planted, or kept 
in progress, for these three distinct purposes. 
Firsts To occupy the centre of the board, and 
afiinrd occasional cover to the pieces. In com* 
manding the field, pawns are of more or less efiect 
as they stand in the CEKTBE, or api»roximat£ 
TO THE CENTRE OE THE BOARD, measuring by 
the square of the distance which the file of the 
pawn is fi*om the nearest margin. . This service is 
traaporary, and with a view to get a positira, or to 
open the field by advancing as you see it advan* 
tageous. The second aim in <Htler, but the chief 
in impoktance, is for one or naore pawns to arrive at 
tiie promotion line, so sustained, that a pawn may 
replace a piece, or force the adversary to re^gn a 
piece for a pawn. To keep at will two or more 
pawns compactly seated in a commanding part of 
the field for the first-mentioned purpose, notimig 
more conduces than a versatile preparation for 
Averting to the second; because the antagonist 
is deterred from ofiering to change a pawn, if he 
sees yours at liberty to decline the exchange and 
pass. Although it is desirable to carry pawns in 
combination to the. seventh rank, — yet as some- 
thing is gained by having a pa wk pass^ed, Chat 
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i^ fi pfijwu adyawed on w lOlW, fil€, ^^hpHipgflb* 
ftdJ9Wipg iile&iaUp; cle^ ^f ft5iyer3eipa,wpp)i%{6pi^ 
7--tkt^ pther$ qf the ch^p are sQpjietiai^) pvoj^ly 
eychsinged to attain ;thii^. uTbidJhir4 &^ii^:^A^ 
po^abjei pavi^ is t$>. di§lo^ »a esnepiyi: pe^r<ici|lwr3y 
a kni^h^ froipDt etp ofl^iva on d^^^nsive >pQ¥J|tiopi 
pf. to n^^p w: cunning onJbe jadv^r^(Miig.\v«JlJ 
iojp^lljqg, or, stationing, 9ipypri^mmh^tQif^^^:P9 
break the wvMng.paw53.pf .tl}e/«id^ef5&rji^>i|^ 
STje plfiye4: <fQipe>f Jjat i^f^S/ co^pftctly Xhm mh^k^ 
pifo firfttraififttipngd .c*s^p,, Fi<ib» ap. appftjeftti FWt 
of:UnioQ:Jh*.t;ap^$ ftpm; ptWdi^dj Cpn4?«flv. pi| * 
Hripcjpte toiiibie pjffBeotly lei^j^aiped:; .ancj; Uioy/We 
gjchAPgfrt Jifr.: pqjii>5aj^p[t3,ii flri friedy ,jBftcri^c>ed# 
iMxwcJipg ,tp 4;hQ advantage depyaiblq fcOm ijn 
ftPegi^g-J :J«gen^ral^.FlwniltaW9$.acej fiaaiMBU¥red 
fqr^ytJil?, fttggqt of. fiai&A«*Hr^ ^invxat^ft :C.OM< 
Nft9TjE;p p?A^NSi, ,aJ5f Ibe de«g0t.:is:. diametrically 
pppo&i^9 ($9 Abat ^yhich ^wfl! $rg$ mao^iw^dj: sq 
pftVWsc^^fditfgrRWe fi^ coropi*fat^moi|t,/eScteaUjf 
}H ij:, Thu?, .tp break t^Qiadyer^e cbooeated pawoi 
staofdiijig ^reafit^ -r- wfpedialiely. before offering to 
fbange, b^ve two pawns $epaiM:ely atationedon 
ev^-oth(?r square rea^y to coroperate^i each disr? 
tantja kpigljt'ft moyefrom that adverse piwrn which 
you wish to take off* ;; Attack ^ith your best; $up^ 
ported pawn; ^qd that l#ft a.^tage hetod wil| 
' intercept, the adversary on .the istervenirig Sib^iin 
eas9 be refuse to cpcchanj^. with (he first 
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8. While you ttrelcopoertiog theaA^ 
adversary, endeavour,,? i NvithcAit n^iecdttg any liWiJ 
of more impOrtaDce>) to htiye j6w i0f#n"fang* so 
circumstaoeed tb^t lie xday castle when h6 t>l^i$el#. 
Should this conveniende be eSkcttd; ifhii ik>t bein| 
castled . be { no . obatriietion to your otbef 6peration^i 
ietbiai iretnain at his own square, till thisre is i 
necessity ^r li^is' gcMg to the reth^al}' secured fdt 
bim^t qr till you y^mit the vmiltlng rook' iti <*ombina^ 
tion. The advadtage to I be gaitied ±y thfe pr6ce^ 
dun^l is> that tb&^adversasy^ ivill be cddiged tdfbm 
jtwo. distinct sy^ten^fofr atbiek. • Oo^the-oiber' btkid; 
as^partof the. v^ufiiof castling can8isti''ih> ft r^ad^ 
niode<)f bripgingjh^^ook i^to {daiyy thir-fdrAislil^ 
some^itp^ a gopd mo^ve for casding eartj^. ; '- 

A. As soon a^ th^ .adversary has i caAtied^ if it 
be 9U ^. different .side of the boaird fk>tn tifa^^on 
whicbs yo^' h&ve castled, or intenS> to '^castle,' %l *» 
your pa^vna opposite bear down upon hid Eing! 
The queen, and >vhat( otha: pieces you call spafe^ 
in particular the rof^^to whom die: advance df .tfi# 
pawns opens the field, ^ must support them iti thH 
onset. If you ocastl^, -or otherwise fortify ycKi? 
king, on the same side as the adversary, youf 
immediate attack on. him will be restrained ttf 
the pieces, unless particular circunastahoa^ warraiil 
a deviation from Ahi rule in the firsik section. 

5^ Where a direct attack upon the adversar/? ^ 
king is impolitic oi^ imjpracticable, endeaVoW to 
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take, diskxlge» or exchange those of his pieces that 
maJce an iminediate attack difficult or dangerous. 

6. An ineffective check, or a cheeky that the 
adversary can easily elude,. is»in generaUto be 
refrained from ; as apt to lead to loss of move, 
loss of the checking piece, and so on. Experience, 
however, will furnish a few cases, in which there is 
aprpprietyin giviog such a check: — Where tlie 
adirerpary's king not having castled, it will force 
him b^ ihoving to forfeit that privilegej — where the 
movement necessary to avert it will leave a piece 
onguardeds — where it will render the adversary's 
position either more confined, or more exposedr— 
and where, having a piece of your own attacked 
that you are not able otherwise to save, it will cause 
the removal of some piece that impedes his escape. 
Asingk check; a reiteration ^ check; ^diver^ 
gent check ; check by discaoery ; and a double 
check; are usually given with different intentions. 
The first, in which a single ray of action regards 
only the king, is not so frequlnitly to give, or to 
pi^pare for giving mate, as to liberate a piece from 
a direct or amtxiscade attack, or to extricate one of 
two piecesforked by an inferior, or to discover an 
attack from a partisan on an undefended enemy. 
T^ second is generally to prescribe a position to 
the adviBTse king. The third, in which a lateral ray 
of action reaches an undefo[ided piece, seldom fails 
to win the piece — unless the piece can cover check 
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CtNEitAL MAXIMS.' 25. 

ia raovingy or the king assailed attacks or discovers 
an attack on a piece of greater value. The fourth, 
in which one piece discovers check from another, 
enables the untnasking piece to go en prise witl^ut 
bdng taken, or to attack any thing within iti^ range. 
The fifth, in which the unmasking piece also gives 
check, when skilfully managed, may comprehend 
all the preceding ot^Jects in one stroke, and leave 
the assailed no alternative beside defeat, or decisive 
loss. These are points that tell, though check-mate 
be not at once given. 

7- In defending your king when closely attacked 
—where it will either cause the adversary to lose a 
move, or increase your comparative strength, or 
save a piece however ^sinall ; and at the same time 
be a successful means of parrying the check, or of 
taking off a menacing enemy — you should offer to 
make an exchange of pieces. If the piece inter- 
posed reflect the action of the -assailant, you may- 
get a command of the field in case the adversilFy 
decline the exchange. On the contrary, it is mostlj^ 
a symptom of distress, and but a poor subtorfiige 
when you are compelled to cover the king with a 
piece, which, by not returning the. action of the 
enemy, must remain confined. See §ect. 9, 10, 
and 18. 

When two opponent pieces of equal value, or 

that may be IndifTerendy exchanged, stand mutually 

' en prise, some say, by way of maxim, The player 
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who tai^es fy$t wijl^giia t^erittPv^: but this Jatnol 
a wfe .motive ;. tbp^pqiqts to be Wtooecjrart : Whe» 
will tb€i ftdwrs^ry'i^.reprisiqg:piece:atand,if Ilake? 
ghaUXget^a Qppiraatid pf the; fifcl^JCrJ .^flfei' him 
to tafee? : Will either party's j^skionibejeodangered 
by delving the e:KiChaog?i?' v. ( : ;/ ri .:: 
: 8» Iftbekbghe^oasUf^ tlie/p^vrr^'-forrDii^ a 
ix^td^n b^for^, or round rhiai^^shouldi be guarded ^ 
QMtch a^ {possible froti) the brunts of the adversary* 
If the' rook's pawn has been movfd to refpel art 
adverse piece, as in Sect. ], it is soit^etiipe^ attended 
with the disadvantage of;K>aking it.^a^ fbr. :;the 
^ountprpHyer> by pusliipg M* toightjs pftwq acrosa 
en prise with yours, Jtp effect s^i> pp^^g^' The, bei^t 
repi^dy for thi^, :is to ^K>ve your I^i^t'§ pawn in 
^in^ Abreast . o^ the rppk's, ; b^aiisei .\vh^- these twd 
^v^pg ; pawns, ^tand eveo^ ; ^JhM}bfivgri is fifal 
attact^ed by an fldveise pavyn may.i^jiyan^e ouq 

aiqiiar^japd aypid.exi?ba^^gi?g-:',; 0. t j :. : 
9. Whenever, fjrop> ;beipg, ;^i^f ^jjjftpturfd. o» 

impelled tp adywcftlt fto d^fTO<?d. /afforded; by 
the covering p«wRS! IbfiQoroes iocflinpteto — or, 
whoever the king- ip ( PQt castij^ .at. all— ^la 
sufl&ci^nt company of pieqes. ^hov^d ; fortify hia 
position, ag^io^ attack. . T^^^r. nu^iber and 
quality circumstances must decide. If the ppiepr*. 
ing bp diagpnal^ a^ bishop of the sftm^ cplouf *— 
if in front of the fil^ a rook — shpHti ir«ttt?l|W<^ 
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fj^ fl^^r^fiec^a qfjuovrespondentpimer kif^^co* 

PXIPA %t .na^t^^ <^ ^^ ; ol;bers of yfV; .*wrQ«p 
which have not the desired move, may, by com- 
^l^pl^qg^di^^^tf^^§ jQi> th^ opeoed dxagcmg}, or 
rao^ Pl'^lf^) 4f)^ftr^^ AQt^gpni^ forces from eiitcah 
ing it Knig]p):|9i; ffr .^i|E)t^Qp?> V^ b^t|;er toiguard th^ 
&ld eg»in3^,^i4ghts, tbm fiptriTfite piQ?Q»> becinise 
they can,;€gcc^qg©, n^ith l^nigl^lB witbouit: JfWii^ 

. >V^bcn t)^ jkipg J? ..?Qyerefi from tbp .^Vflw» 
qpeep,;jro9fc pr IJ^bOft l?y ,« WglM^ it i6.ft§qmnay 
^ ii>fi9ngeRi^nt relfttioa,.wkichr|[i?ay eijpo^ tb« 
|P.^py,t9JipH}|iply ^ attacks j sp of f^biftte?^ ipt^p- 
Vj^^m9^^9^f^S^i. flin^:fQr the vm^Vi p^ftrof •» 

out reflf5p.ti9g^^<?«u9t»V*ttac^ WbPOii.iir>i»«ye& 
th^ 85soflao|^iift*,i}Q ptbfir.-Jlaai^ t))§:.^:^hif^ j^pce, 
such a.ppflgnpm^t flfc)t*i9.c<>yeriQg»pie9ft wbik It 
shp,lter&Jj[ie|.j^iflg,:^i»VP|vea .t|i« interpppspl) In =^ 

JO. It; i^B^ hie €op$tai»tly repii^^qatiered. Qf;jt|A 

stand in such a way before tlb^ king* %A tpaUpw an 
adverse Topk) resting pn ^iqppwrt^ tp ^t^k: her on 
the ^pi^%^ fflrrapkj nn^ or . ftn, pdlvw^p biftb^p, on the 
same diagonal ; because, in this case, should you 
have no nitrior piece lio interpose, as the king njust 
not be lunooyered toacbeck^you could not avoid 
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£8, INTKODUCTION TO CMESS. 

losing her for the rook or bishop. It is awkward 
to cover the queen against either of these with a 



/ It is ako bad to place a rook diagonally before 
the king, while the adverse bishop of the same 
diagonal is on the board, and at liberty. 

To keep a decisive position, you nmy dispense 
widi this and similar rules. See Sect. 24. 

11. Great advantages are often gained by an 
ia/nbuscade ; which is the having one piece, a pawn 
for instance, so placed before another, we will say 
the queen, that though the adversary, on a cursory 
i4ew, mi^t seem to be safe ; yet by simply piaying 
4he piece in firont, whose intervention alone keeps 
faim froQi it, checki sbgle, or double* will be dis* 
eorvered to his king. Compare with Sect. 6. 

IS. While intent on j^ojects of offence, take care 
that you are not surprised yourself. Indeed every 
detail of a stratagem to be practised on the adver- 
sary, carries with it a tacit admonition to beware 
^the like fnim him; as every caution against a 
dangerous evolution implies, ^^ look out for an op- 
" portunity to practise it.*' 

13. Take care lliat an adverse pawn does not 
advance upon two superior pieces, which i3 called 

* A rook «nd a bishop may be placed so that the adver* 
cary's kin^is in check with neither; and yet by playing that 
Dearest bim» he will be in check with both ; and so with re« 
«pect to other pieces. 
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forking them; knights and rooks are particularlj 
liable to be attacked in this way, the pawns not re- 
quiring to be guarded, because the moves of those 
pieces do not comprehend the moves of the pawD» 
Thus where there is not a reciprocity in the nipde 
of action between a smaller and a lai^r piece^ 
the approach of the smiller may be very dangerous. 

14. Hence it is, that unremitting vigilance musk 
be exerted throughout the game, to prevent either 
of the adverse knights firoqa checking the king and 
queen at the same time; l^ause, as the king can 
only save himself from the knight by a positive 
removal, the sacrifice of the involved queen would 
be inevita|)le« 

15. Nor must the adversary be suffered to direct 
the insidious power of the knight, on any otb^ tii^ 
pieces of more importance than himself; as the loss 
of one of them for the knight^ or for noUiin^ will 
necessarily follow. 

16. When two pieces are attacked in such a way, 
that one of them at least must be lost; in deciding 
which to ^ve up, do not think so much on the di£» 
fiarence in their worth, which may be more than 
counterbalanced by other circumstances, as on the 
particular effects which the capture of this or that 
is likely to have. 

17. Whenever you have advanced pawns so near 
the adversary's &rthestrank, and so well supported, 
that you can distbqtly calculate on reaching it with 
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one of them when you please, you may Vt iki^hoM^ 
vnth your superior pieces; and, where yoti- Wbtilii 
be otherwise in doubt whfch td ^urrendii*, fliie Jess 
ti^nacious of the jSrst in ppwer in prrference txi 
another. ^ 

^ 18i Unless Uiere 'shodii be no other ivetf of sav* 
ing the kiiig; or no other but what would be at^ 
tended witfi a greater disadvairtagej rie^er cover him 
from check by placing a pledeih that mafniiery that ai 
pawn of the adversary, by being advanced a move/ 
could take it; lest the adversary, seirfng the oppbr-^ 
ftrnity, oblige you to a loang exfchinge. ^ 

19: When one of your i^rty sustains anottier, 
the defence may not be complete ; and*t^ the adtef'^ 
sary can accumulate attacks on the p6iiit;y6u -must 
jKOViDE further support,— as mtftiy* pawn^ W 
pieces as he can bring to the assaiklt; Defence is a! 
confined service, and'pieces shotAd not beeitaployed^ 
on it till wanted ; therefore that arrangeftithl^whidi^ 
keeps them ready for oflffece or ^f(^ncef i^ to be 
studied, in preference 16' ttiat? Which ^ fortifies a pbst^ 
which maiy never be attacked-; throtlgh whidi' 
moves may be lost, albng-iVith anopportuhity fdi* a* 
decisive Wow. ^ - 

20. • In oMei' to have^as powerfifl agents* as you* 
can in play, let those that are stationed to guard* 
some other stationaty ones, be of no* greater foifce 
than is necessary: • • 

21. Where two of ihe aSdvetsaries ttfe'so circute^ 
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stanced that you can take either, conslidera^ns 
similar to those m fte l€th section should influence 
your decisioni • i ' ^ » : 

22. Where an adversary is 'SO exposed "Aat you' 
can take him when you please, do riet precipitately 
snatch the pri^e : but see whethei^ there be n^t sotne 
dangfer to avert, or adranlagiB to seize ki another = 
quarter; and let «he g^eat^^ object have t)rioriilten-* 
tion. White the piece to be won at leisure teniftHMf' 
exposed, perhaps yoiu may prepaire liomo cofmbkia^ 
tion, in wlii<ih yout t^ece dispfecitig tbat'^itpl^t^, 
shaU adt ftipart ) and* thus aflecfr two* ti^ng^ lit f^nce. * 

' 9i3. Whiire an adverM pawn W advanced fo4he' 
9^iste iiiimediately t)efore your king, do not take 
him; unless somle eonsideration superior ta hi^ 
i^ue im^ete hi9 removal from the board. A^ tid^ 
verse pawn (standing i^Iated before the khig^>is 
fireq^nlty found a rafegusuy), beeause the ii^ioflfefn^ 
sive enemy- precludes, any ^heds frdm thi fronti 
But, assObn as ^ his player wouM^ be enabled, atftlie^* 
following move, to import him,^ and draw any lid^ 
vtudtage fron^ it, it beeomes^improper tx> ne^eet ttfts^ 
exposed partisan, now ready to combine in assail* 
ihg you, or to btebme'k qfueen. 

J 24, Whenever you can anticipate, by calqulation, , 
tbf^t the saQfiib? of (^ucb a^ul sych a^piofifii tb^Vgl^ i 
itcafi yidd noiftiHiediat^ requib)^y<wilL ye( lQftd;.to r 
such an arrangement as will enable yon in the: ^imI 



Digitized by 



Google 



3S. INTaOPUGTION TO CHESS. 

to give cbeckHnate, true policy requires the sacrih 
fice, however great; but before you make the sur- 
render, be certain that no veiled resources of the 
enemy escape your calculation* 

A5. Never let an over-eagerness of the vidXNry 
which a superior!^ may promise, lead you to 
endanger its forfeiture by ^ving a stale ; on the 
contrary, while you are {preparing check-mate, 
i^ways leave the adversary either a piece to mov^ 
or, at least, two squares for his king. 

S^. Whenever you have clearly the disadvanti^ 
of the game in other respects, and yet happen to be 
in a position that, by miinagemepti may be tqrned 
into fi stale ; as an only resource, endeavour to avail 
yourself of it To do this, the following case will 
serve ras a g^eral clue. Your king is close pressed 
on all sides, and you have only the quera and an 
inferior piece left in play. Take Ihe first o{^rtu* 
nity of p)«ykp^ the inferior piece so, that by its 
beingeither blocked up or bst, the king would 4)e 
in a stale ahready if you had not the queen. — ^Thia 
don?, with the, queen give incessant* check to the 

* The kings, in the coune of play, msy hsppea to be cir- 
camstanced so nearly alike, as for the adversary's to be liable 
to'a stale at the same time with yours. This nice point wiU 
require the utmost skill in checking, and great caution in taking 
a station, if you are obliged, to fOspead qheduog with the pieco^ 
which you wish to lose. 
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adversary, till at lengthy to avoid a check-4nate, he 
is forced to capture her. Your object will then be 
attained. 

Note — -Sometimes a check-mate will speedily 
tsrmiileUB the:gan]i&j sbmetimes it will happen that 
the pbeces are nearly^ and almost equally played 
away, without any decisiim. To the latter case^ 
the »^vbnfdtlowing sections aJre exclusively adapted. 

S7* ^hen the adversary's force is so much 
diminished, that your king> if in any, b in n<> imme^ 
diate dangei^-^and your own force is so much 
diminished, that you can make no effective attack 
without him — the necessity and policy of confining 
t6e kuig to defence only, will be superseded. 

£8./ Among other uses to which he may then be 
devoted, — 'take every opportunity of patting him 
m motion, where your doing so will gain or pre- 
serve the position *, which it is of such importance 
to have, that if the contest has i)een otherfdse 

* That is, such a relation of your king to the adverse king, 
or the adverse pieces, as will enable you so to move, or force 
the adversary so to move, as to give you the victory ; or, if his 
strength be superior, allow you to make a drawn game. The 
term the moot has been hitherto employed to express this rela- 
tion ; but the impropriety of that is manifest, when it is considered, 
that in various situations at the close of the game, a player 
loses the party by being obliged to move first To explain this 
new technical term position^ by other words, it is the occupa- 
tion of the moiter'SquarCp or the command of a passage leading 
to it. See Sect 31, 
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34. INTftOmJCTION TO CHESS. 

equally conducted, your getting the game w3l de^ 
pend on that alone. 

fi9. He may then, too, as circumstances vary, 
be of service, either in protectmg some p^wns of 
your own on their passage to queen ; or intaking 
or harassing any adverse p^.iiims^ traver»ng the 
board with the same design. \ ' v 

30. The close of the general direction j(aix)V€^ 
page 19,) respecting the rooiUy is a sufficient. intima- 
tion that the king may, in this stage of ,the game, 
be employed in combination with another piece ia 
ipviog check to his antagonist i' 

From the tjame notice it is to be inferred, fJuiLt;iB 
om party have only a king, and the other, in/ad- 

. ditiQQ to the king have but one man, aiid: thai 
be a, kiiigbt or a bishop, it must be a/ drawn 
game^ and^therefore that,. next to a queen or a 
rook, it js best for the >sur|dusi man to. be a 
pawn, from the possibility of converting him into 
a piece of the first power. This serves to intro- 
duce the following 

I^AETICULAR CASES. 

31. First case. One player has the king at 
the d^ersarjfs king's rook's third square^ and a 
single pawn, three squares from qteeeningj at the 
same rook's fourth. The other player has the king; 
at the same rook's frst house. This la^t player caa 
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bENERAL MAXIMS. 85. 

make a drawn game, by refusing to quit the rook^s, 
which, for his object, is the master square, farthef 
than one remove. Therefore in case the pawn be 
on the rook's file, the player who is left with a 
single king, if he cannot tak« the advancing pawn, 
has simply to pre-occupy the rook's square to pre* 
vent It from queening. 

SEbOND CASE. But, on any otheir than a rook's 
file, the same pieces as far advanced in th6 sami 
order, would be a certain game for the party witH 
the pawn. 7%e black king is at the white king^s 
third, a hlack pawfi at the white king^s fourth ; 
tht white king is at his square. The white king 
has the movei — he goes to the right or left; the 
black king seiztes the adverse queen's second or 
king^s bishop's second, either of which is, as to his 
object, a master square, as he protects the pawn 
advancing to queen without giving a stale. The 
black king in the same situation has the tnove : 
the diffiirence is in the process, not in the event : 
— the black king moves to the queen's or king's 
bishop's third; (were his pawn on a knight's file, 
the direction would not be indifferent ; he should 
take the side of the boalrd"^;) the white king moves 
opposite; the pawn is pushed; the king returns to 

• Otherwise the white king will go to the side of the board, 
at the rook's second square; and if the strorfger party, then, 
push and support hisf pawn, he will give a stale,^— if, instead, 
he move the king to the bishop's second, and immediately 
afterwards push the pawn, he will equally gireastale; if. 
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96. INtaObtJCTlOtT TO CHESS. 

hid square ; the pawn reaches the adverse, king's 
second. The king, not in a stale, is compelled to 
go into a square on the second rank, abandoning 
to the adverse king the correspondent square, 
which is , a master*smjare> 

Misc£lLAK£OUS CASES. It is extremely diffi- 
cult sometimes to pronounce, whether a fingl^ 
remaming pawn can be queened. A player who 
is uncertain whether he has the position, or the 
pommand of a passage to the m9ster-square, need 
not Ipse it, if he seize the spirit of the following 
rules; and a marked attention to the third case^ 
after stated, will simplify the necessaiy cflca* 
Rations. - e^^if^<0/fXf^^^^- 

The unattended king should advance to inter** 
cept the pawn; but whenever the adverse king is 
at the side of his pawn, he must suspend this 
object to move opposite the adverse king, on the 
third square from him, that is, with one between ^'j, 
or — if he cannot approach precisely as close — : 
opposite the king, or pawn, leaving three squares 
between. If he can reach the adversary's fourth 



instead, he move the king to the bishop's second, and then mov« 
him to the knight's third, he is on^ in his former position, and/ 
to force the adversary, must go to the side of the board. 

* If the single king is already in this relation, and is obliged 
to move, let him go in front of the pawn at the same distance, 
gaining and keeping the other order as soon as possible, — or, 
at the bottom of the board, he vrill lose, as already stated in 
the last varie^ x>( the se<;ond case« 
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square on the same file, the pawn cannot be 
queened ; because the single king, by retiring be- 
fore the pawn when it is pushed upon him, and by 
moving opposite the adverse king as often as he 
removes to the side of his pawn, will, when forced 
back to the bottom rank, make a drawn game, or 
win by a stale. If the single king can reach his 
fourth square of the file, he has the position in the 
following cases ; if the pawn be not at its place, 
which ever party first moves : if the pawn be at its 
place, and its king in front, and it be that party's 
turn to move ; — the cqntrary, the defensive party 
at his fourth square, but obliged to move when the 
adverse king stands at his third square, in front of 
the pawn^ is a lost game to the single king, unless 
on a rook's file. And, in short, when the pieces 
are in this relation, except they are as far advanced 
as in the second case, where the mar^n of the 
board produces a peculiar result, the position is 
with the player who moved last. 

It follows that the kin^ with the pawn should 
advance before it, endeavouring to occupy the 
fourth squi^re of the file; or, if the pawn have 
moved, to reach two squares in front; and he 
should not move bis pawn till obliged, for which a 
reason will presently be stated. His great prepa- 
ratory object, is to get such a position as is de- 
scribed in the second case ; and as that is a certain 
step to victory, so the next described is a certain 
step to that, or an equivalent 
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Third case. J pawn at [the second square of 
itnyjilej exq^t the roojts; his king at the fourth 
of the same Jik i the adverse fcing on the sam 
file^ at the thir 4 square counted from his own side^ 
Firsts the unattended Hing rruwes. Toward the 
fiide of the board directly ; the other king obliques 
forward, a knight's move from hjs antagQnbt;-w 
the defensive king, rather than resign jthe fourth 
square of the file, moves opposite to the side of the 
^.d verse king; the pawn gives check; th§ king rer 
cedes ; the other follows on the same rapk ; — the 
weaker player fqrtfefr recedes; the pawq one 
square; — the. foiled king cannot prevent the t-eli!? 
(ive position described in the second case, pr the 
lirst consequence of that position* Replace thf 
pieces, and let the offensive party first mow* The 
pawn one square ; the king, if he refuses tp retrp* 
grade, gets into the §ame situation ^s v?tien he had 
^e first move. The benefit of not having moved 
the pawn is evident; because it were unavailing 
for onp king, and a ^decided disadvantage for the 
pther, to t^ dislodged ; and consuming a move tQ 
play tbp pawn forces the weidser player. Were 
(he piepes in the same relation to eaqh other, but 
farther ftloqg (hp file, the opening left for the pawn 
would be the samf^ in its effects. On the pos* 
sibility pf the stronger player's sei^sing a position 
nimilar to this, th@ palpulatipns for t|ici six centre 
files will geqerally turn. To count forward six 
moves for ?aph kipg will ?^t wost be necessary, 
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FouETH CASS* A black pawn at. his king's 

bishop's sec<md square ; the black king at his 

queen's rook's third .square ; — the white king at 

his queen's rook's fourth square. It is plain^ that 

. each king may prevent the other from getting into 

the fourth square of the pawn s file, which is 

the master position for either. The black king 

cannot prevent the white king from reaching th^ 

fourth square of the file from his own side ; nor, 

the white king, the black, from reaching the third 

square from his side, equally bordering . on the 

contested square; whichever fifst moves will, in 

six moves, shew that the other has the positk»i. 

Five moves will bring each into the relation just 

mentioned. If the black then first move^ he must 

either recede, or move perpetually on the same 

rank, or push the pawn : — if the white first move, 

he must resign to the black the position stated in 

the third case, or one similar. 

Fifth case. A black pawn at his king's 
bishop's second square; the black king at his 
queen's rook^s second square ; the white king dt 
his queeris rook's third square. The white has 
the position. Suppose the black player first to 
WMwe;— His king is carried to the next file; the 
white king moves opposite to him at the distance 
of three squares between, if the black king con- 
tinues on the same rank or retrogrades, — and 
opposite to him, with one square between, if be 
advances* Suppose the white king first to mom; 
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«— He passages into tlie next file, neither advancing, 
nor retrograding, by which his relation to the 
adverse king and pawn, though collateral, is the 
same as- recommended for the unattended king 
under '^ Miscellaneous Cases.^* He must proceed 
thus; if the other king should keep his rank ; and 
act as if the other had moved first, should he 
retrograde or advaqce* The best course for the 
other is along the rank toward the pawn^ ready to 
take advantage of a false move on your part 

Sixth cass. There is a distinct consideration, 
the possibility of the pawn's being queened unsup- 
ported by his king. A black pawn at his king's 
knighfs second squaf'e; the black king at his 
queen's rook's second square; — the white king at 
his queen's rookj second square. Cc^trary to the 
last case, the party moving first has the position. 
Suppose the white to move. If he should go into 
the rook's third, he would lose the position, with 
respect to the pawn, — and if into the knight's 
second, he would lose it with respect to the king^-rr- 
he therefore goes into the knights third; and this 
case will in its consequences resemble the last 
Suppose the black to mme. He is sure of the 
game, whether he play his king or bis pawn; — if 
he take the . knight's third, he is in progress to 
the position described in the third case.— But it 
is far better to push the pawn two squares, because 
it cannot be intercepted. 

In calculatipg whether the pawn may pass tp 
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queen tmsupported, the difierence between its 
having moved or not, ccmnected with its party 
having the move or not, is liable to occasion some 
mistake. To avoid this, and to simplify calculation^ 
consider it, whether it have the move or not, to 
be pushed as far as it can the next move; and 
consider the adverse king, if he have the move, 
to be played two squares — and if he have not the 
onove, one square, on the way to overtake or inter* 
cept the pawn. Let the square where the pawn 
will stand after these anticipated moves, form in 
idea the corner of a quadrangle, bounded, in the 
direction of the file, by the bottom of the board, 
and in the direction of the rank, by an equvoalent 
space. If the king will stand on any part of the 
quadrangle, the pawn caniiot be qyeened. 

Seventh case. A black pawn at his king's 
bishop's second; the black king at his queen's 
rook's second; the white king at his queen's rook's • 
second. The stronger player has the move. He 
should play his king to the knight's third, to keep 
the position : he would abandon the position by 
pushing the pawn, which cannot be queened unsup- 
ported by its king. At the second move, the black 
should oblique into the fourth rank* 

88. Upon certain contingencies, tiie adversary 
may have the king, a bishop, and a pawn, when 
you have only the king, without being able to beat 
you : which contingencies are these : If the pawn 
be on a rook's file — if you can get into the square 
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«t your end of that iSle — if tbis square be of a 
colour different from that on which the bishop 
moves — all these concurring, it is even possible 
for you to win by a stale. 

33. To conclude; if you would have to expect 
something more than a mere exemption from 
defeat, dependent on casualties of position, let 
this rule, in connection with the others, be atten^ 
tively regarded. The changes and declensions 
taking place in the number, value^ and situation 
of the pieces must be noted exactly ; and no 
movement made till the consequences are con- 
sidered; the board being always contemplated 
before you take a move, as it will he, when taken. 
This provident examination protects from fs^lse 
steps and oversights, and enables you to pene^ 
trate the adversary's designs, in order to prepare 
the proper counter-play. Carry your calculations 
of the future gfune from one move to two moves,, 
from two to three, and still furtlmr, as practice 
enables you to do it without distraction^ Vigilance 
will almost supply experience; and, with expe^ 
rience, it will prevent you from giving any advan^ 
tage to the adversary, and from overlooking any 
which he may give to you. 
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fhese are trajuf erred to this place from the second volume 
of Philidor, The Notes are added by the Author of the 

iNTBOPUCTIONr 

The J^aws or Constitutions to regulate the GamCi 
are originally established, either to prevent or 
decide contests ; because, by defining what is 
(papable of diversified ; construction, by deter- 
mining points wbiah) without explanation, would 
be uncertain, they prevent dispute... These 
statutes, founded in reason, countenanced by 
custom, coniiraied by the practice of the best 
players, and the approbation of illustrious 
authors, may be reduced to the XVII. following 
:jlULES, which the Society pr Club of Chess 
in jErKGLAND have adopted for tbw code. 

l,AWS OF CHESS. 

I. 
The chess-board must be placed in such a 
manner, that each player may have a white square 
at his right hand. If a player perceive the board 
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to be improperly placed, before four moves on each 
side have been played, he may insist on recom« 
mencing the game. 

He that gives a piece is supposed to have the 
move, unless it be agreed otherwise. In games 
without odds, lots must be cast for the move, which 
afterwards becomes alternate. 

IIL 

If a pawn or piece have been forgotten at the 
beginning of the game, it will be in the adversary's ' 
choice, either to begin the game afresh, or to pro- 
ceed, permitting the piece foi^otten to be set in 

its place. 

IV, 

If it be agreed to give the advantage of a piece, 
or a pawn, and it have been forgotten at the be- 
ginning of a game, it will be left to the choice of 
him who has suffered by such a mistake, to pro- 
ceed, or to recommence. 

V. 

A'piece once touched must be played, unless it 
be said, in 'touching it, J'adoube : but if a piece be 
displaced or overturned by accident, the player in 
whose set it is, will be allowed to restore it to its 
place. 

. ; VI. 

If you touch one of your adversary's pieces with- 
out saying J'adoube, he has a rig|it to oblige you 



Digitized by 



Google 



LAWS OF CHSSS* 4& 

to take it ; end in case you Jtooeh a pie6e not prix- 

able, you, who have touched it^ must play your kiog 

ifypu.can. 

VII. 

When one has dismissed a piece from his hand, 

he cannot t^e it again to play it to another place ; 

but so long as he keeps his hold of it, he is at 

liberty to play it where he pleases* 

VIII. 
A player making a ialse move, must play his 
king, as in rule VI. : but no false move can be 
recalled after the adversary's succeeding move ; so 
if the irregular move be not revoked in time, tiie 
position taken must remain as if it had been just 

IX. 

Every pawn which has reached the eighth or last 

square of the chess-board, is entitled to make a 

queen, or any other piece that shall be thought 

proper; and this, eoen when all the pieces remain 

M the chess-board*. 

X. 

Any pawn has the privilege of advancing two 

* So muGh of this rule as violates the uniform order of the 
set, was afterwards rescinded by Philidor. Where two antago- 
nists can agree, that any rule is unreasonable, or inconvenient, 
they may reject or qualify it, in respect to . their own play*' 
With regard to the desirable object of a general craicurrence^ 
Ibe experienced reader is invited to consult the Appendix, 
art Supernumerary/ Queens* 
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46« INTRODUCTION TO CHESS. 

flqiqtrdft at its first move : but, in this ease, it maj; 
in passings be taken by any pawn which might have 
taken it if it had been pushed but one tntwe^. 

XL 

. The Mng when he castles, cannot in his flight 
exceed two squares, that is, the rook with which he 
castles must take the square next to the original 
square of the king ; and the latter, leaping ov^r, 
must be posted close on the other side of the rookf. 

XII. 

The king cannot castle when in check, nor after 
having been moved, nor if in passing he be ex- 
posed to a check, nor with a rook which has been 
removed from its place : and he that castles when 
he should not, must play his rook touched, or hid 
king, at his own choice. 

XIIL 

If It jdayer give check without warning, the ad-» 
versary will not be bound to ward, it off; and he 

* One square would be more correct : but the language of 
this tenth rule is retained verbatim ; because the reasoning on 
whicb the rule rests^ may partly depend on this mode of speak- 
ing. — Editor. 

. t The old way of castling in several countries, and it still 
subsists in some, was to leave to the player's disposal, all the 
interval between the king and the rook, along with the squares. 
£rst assigned them. Hut the above is the established rule i& 
Great Britain, France, and Holland. 
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tAVn^ OF CK&BS. At 

May con^quently play as if such check did dot 
exist: but if the former in playing the next inove, 
were to say Cheeky each must then retract his last 
move,, as being false, and he that is under «heck is 
to obviate it in the prescribed form. 

XIV. 
If the adversary warn you of a check, withoat 
however giving it, and you in consequence touch, 
or move, eith^ your king, or any otiier piece, you 
will then be allowed to retract, so long as your 
adversary has not completed his next move. 

XV. 

If any one touch a piece which he cannot play 
without exposing his king to check, he must then 
play his king ; and if his king cannot be played, the 
mistake entails no penalty. 

XVI. 

When one has nothing else to play, and his king 
being out of check, cannot stir without coming to a 
check, then the game is stale-mate. In England, 
he, whose king is stale-mate » wins the game* ; but 

* Tbe good sense^for which the English nation have credi^ 
IS conspicuous in this rule : the player giving the sttUe-maU, has 
put the adversary into a position directly the reverse of 
check'-inate. Mr. Sarrat, nevertheless, wishes to import the 
neutralizing law, which makes a stale-mate a drawn game. As 
an unanswerable objection to the British principle, he says, 
that if it be established, every player might have a two-fold 
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48. INTRODUCTION TO CHESS. 

in France^ and several other countries, the staler 
mate is a drawn game. 

XVII. 

At all Conclusions of parties, when a playef 
seems not to know how to give the difficult mate^ 
as that of a knight and a bishop against the king, 
that of a rook and iei bishop against a rook, &c. at 
the adversary's request, fifty moves on each side 
must be appointed for the end of the game : these 
being accomplished without a mate, it will be a 
drawn game. 

object in view^ ** that of cbeck-mating his adversary, or that 
*^ of compelling his adversary to stale-mate him.? But, accord- 
ing to his own rule, in a few situations which he has mixed with 
some masterly ones adopted by him, the player may have a 
threefold object in view: 1. To check-mate the adver- 
sary ; 2. Having failed with loss, to ost ikto a stale ; 
3. Foiled in this, too, to give a stale. It is extending indul- 
gence to an unskilful or inadvertent mode of approach, to make 
it indifferent to the player which of the two last happens ; and 
it 18 encouraging that party who can avoid it, to produce that 
relation of the adverse pieces, which is an opprobrium to the 
board. Conceive the white king to be at the adverse rook's 
square, a white pawn at the same rook's second ; the black 
king at his bishop's square : the white has to move. The black 
king might have avoided giving such a stale-mate; shall we 
grant him indemnity for marring the game? 
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49. 
CHAPTER ril. 



Whoever has marked the experineients of a pupil 
in Chess, must. have observed a. propensity to a 
variety of moves, which, .while appearing to open a 
field teeming \vith advantage, lead to disajBtrous 
results. Some of these are interspersed in the fol- 
lowiiig examples, and their adverse consequences 
Meed to their source. But, although the object df 
maSth!]^ these games serviceable to the learriar is 
chiefly regarded in their composition, they contain, 
it is hoped, some things which the proiicieojl: may 
find novel and well founded. 

Let us now attfend the pupil* at the bwrd, and* 
coiaduct hita tJiroug^ isuch' evolutions as may ^t| 
hlth to appreciate and enjoy the enterprise ?thd^ 
spirit of Cunningham, the brilliant promptness; 
at resource of Sajlvio, and the compreb]ensi0Q aod 
foresi^t of PfiiLiBoa. 
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50. INTRODUCTION TO CHESS. 

iFit0t (CjBfjBfap^ 

1. 

W. King's pawn 2 squares, (a) 
B. The same. 

S. 
W. K. bishop to the Q. bishop's 4th. (A) 
B. Q. b. pawn 1 square, (c) 

S. 
W. Q. pawn 2 squares. 
B, The pawn takes the pawn. 

- . - ^4.^ • • < : • : ' ^•' 

W. The queen takes the pawn. 

r (6) To place the pawns in the centre, and gain room tot the' 
action of the pieces, so as not to expqse.the king, should; brthe: 
^est.pursuit. This, way of opening, adopted oftener than; any 
other, consults these different intentions* 

(5) The queen's pawn should not .he moved a square,. to 
support the king's pawn, without necessity, for two reasons.' 
You obstruct your bishop by it, and if the adversary a^rwafds 
oblige you to urge it dnother square, you lose a move, as ^ng 
two e£forts for what may be done at once. It is ptop^, theie^, 
fore, in tegular parties, to bring out at . this 9tage either the 
king's bishop, or kin^fs knight, and to keep the queen's pawn 
in reserve. I ' 

(c) The adversary moves this, as a prelude to changing hh' 
queen's pawn with- your king's pawn, in order, to have twoi 
pawns in the centre. Philidor [Afudysis, Second Party] is 
followed in counteracting this design, till a deviation, in the 
fourth move of the Black, requires the course of attack, in the 
rest of this example, to be entirely changed. 
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FIKST BSSAT* 5U 

Err&r.in tic D^ince, 

4. Q, kn. pawn 2 sq. (d) 

5. K. bishop to Qk3. Q. b. pawn 1 sq, (e) 

6. Bishop takes K. b* p. King takes bishop. 

chg.xf) : 

7. Queen to ado. Q4 King to his square. 
chg.(g) 

J8. Queea takes rook. > Q. knight to Qb3. (k) 
9. Q. r. pawn 3 sq. (i) Queen ghes check, (k) 

(d) This impatient ttttnsitioh from defence to attack promises 
speedy trophies, and yet conducts to failure. The advance of 
the knight's pawn is seldom heneficial at the beginning of th^ 
game ;. and it should be fqllowed by a preparation to guar4 
the rook. When the diagonal is thus opened^ it appears, 
from comparing the King's and Queen's Gambits, that the; 
rook cannot be so well secured on the queen's side as the 
king's. The proper countermove may be seen in Philidor's 
Third Regular Part^i ' 

(e) Pursuing a course of annoyance begun too hastily. 

(f) You might have offered check-mate, with your queen at 
his queen's 4th9 but then he would have pushed his Q. b. pawn 
upon your bishop. You would have obtained, what you will 
now obtain, a rook and a pawn for a bishop,— with this differ- 
ence, that his king would have retained the privilege of cast* 
ling, and, with it, facilities to attack your queen, which are now 
abridged. 

(g) This is a good example of a divergent check, 

(h) He designs to force your queen, and it will require unre- 
mitting address tS extricate her. 

(s) Ydu proptfjie, by this, to establish a communication be- 
tween your queen and rook. 

(k) He gains'a move by the check, and the ambush on the 
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5% INTRODCCTlOif *0 CHESS. 

10. Q. KNIGHT INTER- K. knight to K2. 

POSES AT b3. (/) 

1 1. Bishop to mOc. Kit4. King to Q.* 

12. K. KNIGHT TO KB3t* K. r, pawn 1 aq, . ; 
IS. Bishop takes knight Bishop taki^ bishlop. 

1 4. Gasdes on K. side. Q. kd. pemn to oAf. 4; 

15. Q. kn. to adv. kn. 4. Rook to Kb» 

16: K. rook to Q. Qdem to k&t's* 3d. (t») 

17. K, knight to QS* Q. hs pawn 1. sq. : 

18. K. knight takes pawn. Queen takes p. chg. 

f 19* King to R. .Qfi^eaa: to her b4. (^) 

rook prevents you from ts^king tlie pttwn. In Vati4ii6n, Ko. S, 
)kepidys the Q. kn. pawn, instead of checking, and Equally fails. 

(l) If the ^. hi8koj/s pawn cavers, the game is ivon with diiii^ 
culty, and only by the sacrifice of a piece ; and the most cau- 
tious player may lose it, unless he be conversant with tli«f 
resources of every successive situation. 

* In variation, No. 2, the king to the Udiap*$ ^d. by whicK 
the black loses sooner. 

f Should you castle now, — to succeed in liberating this qiieen, 
you must lose a rook for a bishop, and the ultimate advantage 
is only that of a pawn. Altbough your queki is longer ^con- 
fined, by thus getting out the pieces, and casding on the king^f 
tide, yet if you avoid any error in passing througb the intrica* 
cies which may arise about the 20th move, you retain the 
difference between a rook and bishop, with the pawn already 
|[aiaed« and win expeditiously. 

(m) To prevent tbe adverse queen from taking tbe knight. 

(«) She might attack the K. knight, by going to your kingV 
2d. She would defend her own knight ; because, were your 
queen to take the latter apparently exposed, the black rook by 
a check would force away that wbite rook wbidi faa» a masked 
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. FIRST. £dSAr* ' S% 

SO. Q. kn. pawn 1 sq. Q. n pawn 1 sq. 

2 1 . Q. knight to adv. Q3. Bishop takes knight 

22. Knight takes btishop. Kii^ to Q^9L 

S3. Knight takes bishop. Rook takes knight. 

94. Queen takes pawn* Rook to Qk. 

25. K. rook to adv. Q4, Queen to adv. KS. ^*^^' 

26. Queen to 3. Queen takes queen. 
27- Pawn takes queen. Q. pawn 1 sq. 

28. Q. file p. to 4. Knight to K2. 

29. K. rook to adv. Kr4. King to Qb3. 

30. Q. r; pawn to adv. 4. Rook to Qr. 

31. Q* r. pawn to adv. 3. King to Qk:3. 

32. K. rook to adv. Qr4. Knight to Qb3. 

33. K. rook to Qr4. King to Qk4. 

34. K; pawn to adv. 4. Q. pawn 1 sq. 

35. Q. r. pawn 1 sq. Knight takes Q. file p. 

36. K. rook to adv. Qr4, King to Qb9. 

chg. 

37. K. rook to adv. Qr3. King to Qic2. 
. chgl 

38. K. rook to adv. Q3. Knight takes Q. kn. p. (o) 

attack. Yott should then (Msit the 20th move, and play as ait 

the present 21st and 22d moves^ moving, howevor, the K. 

knight first. Then 

22. Knt. to adv. knt 4tfa^ chg. King letums to Q. 

25. Knight takes Q. r« poiwn. Knight takes knight. 

24. Queen take^ knight. Queen to US. 

She is compelled, by the incommodious situation of her king, 
to ofier this axckange. 

(0) If he take your Q. f.jMtwn, check with the K. rook, by 
which you will gain his rook for the pawn. 
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54. INTRODUCTION TO CHESS. 

39. Q. rook to Qk. Knight to Qb4. (p) 

40. Q. rook takes p. chg. King takes pawn. 

41. K. rook takes pawn. Knight to his Sd. 

42. K. rook to adv. Q2. 
And easily wins. 



No. 11. 

VariaHon on the Elcoaiih Mwc of the Blach 

1 1 . King to b2. 

IS. K. knight to b3. Q. bishop to eS. 

13. Castles with K. rook. Q. kn. pawn 1 sq. 

14. Q. knight to adv. 4. Bishop takes knight* 

15. Payvn takes bishop. Queen takes pawn. 

16. Bishop takes knight. King takes bishop. 

17. Queen to adv. Qb. K. kn. pawn 1 sq. 

18. K. rook to Q. Q. pawn 1 sq. 

19. K. kn. to adv. Kk4. Q- knight to Q. 

20. K. rook takes pawn. King takes rook. 
S 1 . Rook to Q, chg. King to his 4th. 
32. Rook to adv. Q4,cA^. King to b3. 

23. Queen takes kn., chg. King to kn. 2d. 

S4. Rook to adv. Q2, chg. Queen takes rook, 

25. Queen takes qu. chg. King to b3. . 

26. Kn. to adv. b^^ chg. King to kn. 2d. 

27* Knight takes rook. King takes imik^h • 

(p) If his rook take your pawn, you check with K« rook, and 
exchange before you take his knight; otherwise his rook will 
give mate. 
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FIRST ESSAY. 55. 

28. Queen to adv. Kb2. Bishop to Kr3. 
99. K. pawn to adv. 4. 

When this pawn be within a move of becoming a rook, the 
queen should check at adverse K. bishop's square. Or, should 
the black bishop previously go to the K. knight's 2d) the queen 
will mate in two moves. 



No. III. 

Played from LeadcTm 



9. — ^ ^ Q. kn. pawn to adv. 4.(a) 

10. Q. bishop to Kb4. K. knight to r3. (b) ' 

11. K. knight to b3. K. knight to b2. 

12. Q. knight to QS. K. r. pawn 1 sq. 

13. K. r. pawn 2 sq. . King to 2. 

14. Q. knight to b4. King to 3. 

15. Castles with Q. rook. K^, kn; pawn 1 sq. * 

16. K. kn. pawn 2 sq. K. bishop to kn. 2. 

17. K. kn. pawn 1 sq. K. r. pawn 1 sq. 

18. Q. rook to Q2. Queen to K2; 

19* Q. knight to ^Jt?.QR4. Q. bishop to QrS. 

(a) To prevent the rook's file from being opened by chaa^ 
ging with the white pawn. 

(6) It is in general a bad exchange which leaves a double 
isolated pawn on the rook's file : but he allows this, as an in- 
ducement to draw off your bishop, which prevents his queen 
from occupying her bishop's 2d. In No, 4, he plays K. km 
pawn 2 squarps. 
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S6. INTKODtUCTIOlbf TO CHESS. 

20. Q. kmghi takes kpt Rook takes que^i. 

21. Knight takes queen. Kkig takjs? IMgbt. 
22- K. rook to Q. 



No- IV. 

Played from No, 3. 

JO. r K. kn. pawn 2 sq. 

1 1. Bishop takes pawn. Qween takes bishop. 

12. Queen takes bp. chg. King to 2. (a) 

13. K. knight to KS. Queen takes pawn. 
14u K. knight to 3. K. knight to Kb3, ... 

15. j^. knight to QS. K. bishop to K«^. 

16. Queen to flrft?. Qb2- K. bishop to Kr3. (i) 

17. Castles. Bishop takes knight 

18. Q. rook takes bp. Rook to Q. 

19. .K. b. pawn 2 sq. Queen to adh. Ke3. 

20. K. rook to Q. Queen to adv. Kk*. 

21. Knight gives check. King to b. 

22. Queen takes knight Pawn takes queen. 

23. Rook takes r. chg. Knight interposes. 

24. Knight to adv. Q3. Queen takes pawn, chg. 

25. King to Qk. Queen takes K. r. pawn. 

26. K rook checks. King to knf s. 2d. 

27. Knt takes knt. chg. King to r3. 

28. Q. rook checks. 

' White, by repeated checks, forces the que^. 



(a) In No. 5. Q. knight interposes, 

(b) In Sub-yariation, K. knight to adv. 4. 
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FIRST ESSAY. SI, 



Su^variadm* 



16. ■ K. knight to adv. 4. 

17. Castles. K. knight takes K. b. p, 

18. Q. rook to Kk. Queen to adv. Kr3. 
19* K. knt. gives check. 



fSse 



No. V. 

Played Jrom No. 4. 



12. : '" Knight interposes. 

13. K. knight to K2. Queen takes pawQ» 

14. K. knight to 3. Q. pawn 1 sq. 

15. Q. knight to Q2. K. knight to K2. 

16. Queen to ado. Qb2. K. knight to Qb3. 

17. Castles with Q. rook Queen takes K. b. pawn. 
)8. Q. kn. to^M^. Qb4. 

Will win easily. 
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58. 

■ \ 
THE BLACK MOVING FIRST. 

1. 

B. King's pawn 3 squares. 
W. The same. 

2. 
B. K. bishop to Q. bishop's 4th. 
W. The same. 

Error in the Attack. 

3. Queen to adv. Kr4. (a) Queen to K2. (b) 

(a) This and the consequent movements of the Black are not 
proposed for imitation : but as the coarse to be pursued by One 
player depends in a great measure on that pursued by the 
other, — this example is jiyen, that th^ pupil might not be s.ur- 
prised into a defeat, or uncompensated loss, if an opponent 
should adopt this — a fundamental step influencing the aspect of 
the game materially. 

(6) She thus prevents the advei'sary, as well fcoia taking the 
king's, as from taking the bishop's pawn. ' 

The reader will perceive, that, had the second player omitted 
to guard the K. bishop's second square, the game might have 
been decided in four moves, which is the earliest termination it 
can well be made to receive, and is called the Scholar's Mate*. 
The game may indeed be finished by the second move of the 
second player; but there requires so much fatuity to permit 
this, that it has the name of the FooVs Mate. Thus : 

Error in Opening. 

1. K. b. pawn 1 square. K. pawn 2 squares. 

2. K. kn. pawn 2 squares. Queen gives checkmate. 
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SECOND ESSAT. 59. 

4. K. knight to B3. (c) Q. pawn 1 sq, 

5. K,kn.to adv.knA.(d) K. knight to sS.f 

6. Bp. takes pawn, chg* King to Q. 

7. Queen to Kr4. . K. rook td Kb. 

8. K. bp, returns to Qb4, K. knight takes pawn, 

9. K.knighttO(xrfv.KB2, K. rook takes knight. 

chg. 

10. Queen takes knight. K. bp. takes pawn, cA^, 

11. King to Q. K. rook to adv. Kb4. 

12. Queen takes r. pawn. Q. b. pawn 1 sq. {e) 

13. K. kn. pawn 1 sq. K. rook returns to Kb. 

14. K. bishop to K2. Q. bishop to Kb4. 

15. Queen to her Kr4. Queen takes queen. 

16. Pawn takes queen. Bishop takes pawn. 

Has gained a pawn, and a winning situation. If both parties 
be properly played, the relative advantage of the white, at the 
sixteenth move, will not be gi'eater; although by depressing the 
play 6f the black, the queen is forced, or check-mate given, at 
an early stage; in some illusory examples constructed to have a 
false brilliancy. 



(c) He brings two pieces td bear upon your K« pawn. 

(d) He brings three pieces to bear luppn your K. b; pawn. 

* The queen may take; and the game will not be sooner lost. 

(e) If your rook take the bishop, his queen will obtain tho 
rode by a check. 
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60. INTRODUCTION TO CHESS. 

No. II. 

Error in Defence, more than counterpoimg Error in Attack. ^ 

5. ' ■ K. knight pawn 1 sq. (of) 

6. Bp. takes p. chg. (S) Queen takes bishop. 

7. Knight takes queen. Pawn takes queen* 

8. Kn. takes the rook, (c) K. knight to b3. (d) 

(a) PiULiDoHi says [Btick-game to Fifth Regular Party] tbat 
the king's knight may be moved here. It will appear th^t it 
ought. ^ Compare the result of this process with principal garaeu 

(b) If the black adopt this alternative, Philidor's diiectbu 
is, to take with the queen, and you will gain a piece : but there 
leaves the position, as if victory were easy. It is fair to con* 
dude, tbat, calculating on gaining a piece, he did not weigh 
other circumstances, nor pursue the experiment sufficiently* 
This alternative is far better than retreating with the queen^ 

(c) Let us review the board, and balance the forces. Reckon* 
ing his knight as lost, you have no advantage. Against th^ 
value of his knight and bishop, set down the value of your look 
and pawn, according to the Scale tf Powers. The c^ueens may 
be paired off: 

Black has lost—Aifiiop, 3} White has lost— fooit, 5| 
And will lose— ib^i^, 3 pmodf 1 

It appears that the gain of a piece is merely nominal. As yon 
have a pawn doubled in the worst manner, and must lose some 
moves to take his knight, perhaps no play could substantiate 
any superiority of situation on your part. 

(d) If you were to proceed to take his knight with your king, 
the latter would get into an embarrassed situation, — by the 
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SECOND ESSAr. 6l. 

9. Q. pawn 1 sq, Q. bishop to K8. (e) 

10. K, rook to Kb. (f) Q. knight to Q2. (g) 

U.K. b. pawn 2 sq. Pawn takes pawn. {K) 

12. Bishq[> takes pawn. King to 2. (0 

13. Q.1). pfeiwn 1 sq* Rook takes knight 

14. Q. pawn; 1 sq. K. bishop to QkS. 

15. Bishop to adv. Kk4. K. r. pawn 1 sq. 

16. Bishop to. Kb4. (k) Book to Kb. 

17. Q. knt. to Q2., King to his sq. (?) 

18. K. r. pstwn 1 sq.(«0 Q. b. pawn 2 sq. (n) 

adversary's moving his queen's knight's pawn 1 square, seating, 
his bishop on the great diagonal, and then moving l^is king's 
bishop's- pawn two ^uares. 

(e) Were your kaight to attack his rook*s pawn^ or took, you 
would lose moves, or have (he knight forced* 

(/) Had he castled, his bishop's pawn, which is lo make An 
opening, could not have moved. 

{g) Your pieces are played out to prevent the knighfs escape, 
should his rook's action open on the bishop's file. 

(h) Had you su^ed him, either to take with his pawn, or to 
push it on your bishop, the danger of his approaches «^ouM 
have been greater. 

(t) Had you castled, he would have attacked your knight 
with his bishop; — the consequence would be, that you could 
not lake his kttight without surrendering yoiir own. 

(k) }& object is ndt to exchange, but to gun a piece. 

(I) To frustrate bis design of obtaining your kni^t by aocu- 
mulaited attacks; you withdraw your king: but nothing wiH 
retrieve the game. In Variation, No. 3, Q. b.paom 2 sqmrtt. 

(m) To prevent your knight from entering his game. 

(ft) This necessarily eitiher breaks his pawns, or causes them 
to be advanced in less tadkal order. 
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62. iNTROl)uctiox to Chess. 

19- Q. pawn to adv. 4. Q, bishop to Kk. 

20. Castles* Q. bishop to Ka2. 

2 1. Q. rook to K. K. knt to his sq, (p) 

22. Rook takes rook. Knight takes rook. 

23. Knight to Qb4. K. bishop to Qb2. 

24. K. pawn 1 sq. Pawn take^ pawn. ' 

25. Knight takes pawq. . Bishop/takes :kiii^t . 

26. Rook t|ikes bishopi King to b2. : 

and cM,;. 

27. Roo)£ takes pawn. K. knt. fo b3. 

28. Bishop takes knight. King takes bishop. 

29. Rook takes pawn, cAg". King to his 2d. (p) ^ 

50. Q. b. pawn 1 sq. (y) Bishop to adv. K4. 

51. K. kn, pawn 2 sq. ; Q. kn. pawi3 2sq, 

32. Q. pawn gives chk. King to Q2. 

33. Pawn takes pawn. Knight to KS. 

34. K. r. pawn 1 sq. King takes pawn, 
35i K. kn. pawn 1 sq. King to his 2d. 

36. K. kn. pawn 1 sq. King to b. 

37. K. r. pawn 1 sq. King to knt's. 2d. 

38. Rook gives chk. King to b3. 

S9> Rx)ok takies pawn. King to knt's. 4th. 

(0) You had Jbdtter remove the knight to an incommodious* 
seat, than let two pieces be occupied merely to guard him. 
. Cp) Had you moved your king to his fourth, he would have 
pushed his pawn — resigned his rook for the bishop, to draw 
away, the knight — - and made a queen. . 

(q) It were improper to push his most advanced pawn ; h« 
therefore supports him, that you might not gain a pawn* by 
playing at double points with your bishop. 
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SECOND ESSAY. 



63. 



40. K. kn. pawn 1 sq. (r) JBishop to KbSL 

41. Rook to adv. K2. King to b3. 

42. Rook to adv. Q2. Knight takes pawn. 

43. K. r. pawn 1 sq< White must resign eidierthe 

bishop or the knight, v 

(r) Black could win, by pushing )ds pawn on the queen's side : 
but it may tend ta improvement to- play as if he had these tmfjf 
on the king^s side. . . i 



No. III. 

; , Flayed fr^m-N^^ 2. 
POSITION OF TH£ PIECES. 
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64. INTRODUCTION TO CHESS. 

17. — Q. b. pawn 2 sq. (a) 

1 8. K. pawn to adv. 4. (i) Q. pawn takes pawn« 

19. Fawn takes K. file p. Knight takes pawn. 

50. Kiiight to his K4. Q. knight to Q2. 

51. Castles. Bbhop takes pawn. 
22, Knight takes knight. Knight takes knight. 
S3. Rook takes knight Ropk takes rook. 
24. K. rook to Kb. 

(a) As the king does not retire from the ambuscaded check, 
the adversary can win a piece. 

(h) He before pushed his queen's pawn upon your bishop; 
his play changes with yours : nothing is to be done by routine. 



It appears from these results, that the rook, the second pi^ce 
in poW/er^ is not superior "to 'the kiuglit xjt hoknp in the slight 
degreeiat which it has been prevalent to rate it, but very mate- 
rially $0 — though something auxiliary is wanting toniake it 
equal t/o t^o smaller pieces. 
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CtttH (BM^ 

W. King!s pawa 2 squaresu 
B. The 9aine» 

W* K. bishop to Q. bis^iop*s4th* 

^nw m tht Defence. . 

Q. knight to b9. (a) 



S. Q^ b» pa^n I sq. K. r. pawa 1 sq. (S) 

4* Q. r. pawn 1 sq* (c) K4 kn, pawn 1 sq. (rf) 

5. Q. pawn 2 sq. Pawn takes pawn. 

6. Pawn takes pawn. K. bishop to kn* SL 

7. K^ knight to b3. Q. pawn 1 sq. 

8. K* r. pawn 1 sq. (e) Q. bishop to Q2. (f) 

(a) To attack your queen's pawn, or ypur biabopy as the pky 
may fcquaie. The dtfenco by this epanter^iaoTe h inefficient : 
but the inferiority to which it leads is slow in iiafolcling. 

(b) He permits yoa ko place two pawns in the ctntre^ pro- 
posing afterwards to break them* His rook's pawn moves to 
keep oif your qoeen'ii bishop from his knight's 4th* 

{c) Now to piuh the pieen's pmm^ woold be wrong. ViJe 
Variation, No. S. This move should be first made^ to prevent 
hb bishop from checking. 

(d) In Variation, No. 4; Q. fMM 1 #f . which alio liils to 
make an equal game. 

(e) Were you to sufier his queen's bishop to attack your 
kni^t» his game would be much stronger. 

(f) That his Q. knight may attack your K, biiliop, wjthoi* 
bdog lost by a check from your queen* 

F 
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66. INTRODUCTION TO CHESS. 

9. Q* knight to B3.(g) K. knight to K2. 

10. Q.bp.tohisK.Sd.(A) Castles. 

1 1 . Queen to her Sd. King to e2. 

12. Castles with Q. r. (i) Q. knight to r4. 

13. K. bishop to r2. ^ Q. kn. pawn 1 sq. 

14. K. rook to its 2d. Q. b. pawn 1 sq. 

15. K.r. pawn 1 sq. Q. bishop to K3. 

; 16. King to Qk. (k) Bishop takes bishop. 

17. King takes bishop. Q. knt to adv. Qb4. 

18. Queen to 3. Knight takes bishop. (/) 
19* Pawn takes knt. (m) Q. pawn 1 sq. 

20. K. pawn to adv. 4. K. b. pawn 1 sq. 
fil. Pawn takes pawn. Bishop takes pawn. 
22. K. knt. gives check. Pawn takes knight. . 

. (g) The adverse queen cannot go to her kiogfs Sd, without 
being embarrassed by this knight. 

(k) Were you to play ^e» to knigkfi 9 J» attacking two pawns, 
he would offer you the less valuable, which you could not take 
without losing one in the centre. Vide VaruOwn^ No. 9. 

(t) Though your pieces are well advanced on your own sec- 
tion, they cannot at present enter his game with advantage. 
You castle on this side, to carry a greater force against his king. 

(k) This seems the best of several alternatives. Were you 
to push the queen's knight*s pawn 2 squares, it had assisted the 
adversary to make an opening on your. king. And had you 
taken his bishop, his pawns would have united in the centre. : 

(0 This removal is a considerable relief to him. 

(m) You choose to double the pawn rather than reprise with 
the queen ; because he can.take off :your K. pawn by pushing 
that of his K. bishop : now you have one in reserve on the file. 



Digitized by 



Google 



THIRD ESSAY* 67. 

23. Pawn takes p. discg. King to knight*s 2d. 

chk. 

24. Pawn takes bp. chg. King takes pawn, (n) 

25. K. file pawn 1 sq. Pawn takes pawn. 

26. Queen takes pawn. King to b2. 

27. K. rook to adv. % chg. King to his sq. 

! 28. Q. rook to K, K. rook to bS. . . / . . 

£9. Q. takes i^. i. pawn. . . - ^' ^'^ - 

The 24th couDter-move appears to have precipitated the loss 
of the game: but if any other move be tried, it will be found 
that it was then irretrievable. 



No. II. 

Flay td from Leitdir. 
Error in Attack. 



4. Queen's pawn 2 sq. Pawn takes pawn. 

5. Pawn takes pawn. K. bishop ^'ve^ check. 

6. Q. bp. interposes, (a) Queen to K2. 
You cannot prevent the loss of a pawn. 

(ft) The king takes, to endeavour to get across to the queen's 
ftide^ his defences on this being destroyed. 

(a) When attacked in a similar way with this, you should 
generally interpose the bbhop^ uot the knight* Here the posi- 
tion is bad either way. 
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^8. INTRODUClflOl^ TO CHESS* 

m. III. : 

Played from Leader. 

Error in Atfack, . i . 

10. Quem to her knt Sd. King pasties. 

1 1. Qu. takes Q. kn, p. Q. rook to kn. s<]^ (<^) . 

12. Queen to adv. QrS. . Q. rook to^QxS. : 

13. Queen to r4. Knight fakes p^^jjr.: . 

14. Queen to her sq. Knighl/ takes k{)t>, . Chff. 

15. Queen takes knight Q. bishop to K3. 

. . -1,1 ,ii , 'I ' 
No. IV. 

Played from Leader. 

4. : ' Q. pawn 1 sq. 

5. Q. pawn 2 sq. Pawn takes pawn. 

6. Pawn takes pawn. ' Queen to K2. 

7. Q. knight to QsS. Q. bishop to Kb4. 

8. K.b.pawn 1 sq. Castles. 

9. Ci. knight to adv. Q4. Queen to K. 

10. K. knight to K2. , Q. bishop to Kr3. 

11. Castles. . K. kn. "pawn 2 sq. 

The fourth move <^ the Bk^k in this variatkmi like that in 
the game^ enables him to break the white centre paWns at dis- 
cretion, but will not exempt him from defeat* The white by 
pushing his pawns on the left wing, supported by pieces, will 
have an attack on the adverse king, which, skilfully conducted, 
will decide the contest before the second player, whose position 
is confined, c&n effect a similar opening. 

(a) He must not at present take your queen's piawn, because/ 
by exchanging knights, you would force him to abandon his 
ting's rook's pawn. ? 
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SCALE OF POWERS. 

The iDtaroductory chapter classes the pieces; ia 
the order of their^relative values : but nothing is thore 
added Qf the ratio lin ya}ue which two or three infe* 
rior pieces bear to a superior, or two superior ; as 
the vintrpduction of n^ihute discringiidations, before 
the attainment of some practical knowledge, might 
have perplexed th^ r^d^r. Position frequently 
avails more than Comparative Force. But where 
the game has proceeded equally as to position, the 
propriety of accepting or declining an exchange, 
depends on a balance of the value of the pieces. 
The following result of eyeful calculp.tion is t}i9*e- 
fore presented, as a contribution toward fwmingan 
accurate scale .for mixed exchanges. 
The pawn ... 1, 

knight • • S,05 or neglecting minutia 3. 

bishop • . 3»5 . ayi 

rook . . . ^,flt8 ...... ,^ .... 51 

queen . . 9,94 ............ 10. 

Speaking independently of position, the values 
oi the pieces are.to eapb other in this proportion, 
which . is theprbpcHtion of tbeir powers. The pawn 
bas besides, in its capadty of promotion, a d<Mr- 
lO^pt .value, which is considered in the seventh titie. 
Tbe.oature of the^ga^ne pots the king*s value ab<)v« 
competition. 
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70. INTRODUCTION TO CHESS. 

This theoretical calculation seems to agree with 
the PRACTICAL BALANCE OF POWERS at the end 
of this SCALE, derived from Philidor and Lol- 
LI ; and may assist to measure the forceof many 
combinations not to be found there. The scale ii 
deduced from the following general properties. 

. I. Range of Action, with the Board open; 

OB, 

Elementary Scale. 

Assuming that in play a piece will occupy, by 
turns, every square within its range of transit, its 
rays of action ext«id thus : 

The pawn to 2 squares on any one of the six centre files ;. 
and, on either of the rooks', to 1. _ > 

The knigbt t.^.. 5fiS. 

bishop S,75* 

rook • 14. 

queen 22,75. 

In order to estimate s6me fkrthet properties of the exchangeable 
pieces,- it is necessary to^tate, that the king's move extends 
to 6,5^^5 squares. . 

The square on which a piece stands is not reck- 
oned among those it commands; because that is 
the point of weakness, the vulnerable part. Of any 
piece attacked the position is tenable only when it 
can be supported or covered ; the assailed cannot 
remain on the battered square by its own fqrce ; 
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SCALE OF POWEM. 71. 

and whenever it can rest secure without retreating^ 
something auxiliary protects it 

Adding to the pawn, for its capacity of promo- 
tion, a small progressive value according to its place 
on an open file, and some fractions for the pro- 
perties in titles VI. VIL and VIII. raising its 
aggregate value to 2,75 ; and adding to the knight, 
for its vaulting motion, about S, making its whole 
force 8,25; — the above sums would be true mea- 
sures of the powers of the pieces, did victory at this 
game depend, as at Draughts, on merely capturing 
all the adverse set, without any regard to the mut 
tual inviolability of the two kings, and the fine 
mechanism of check and check-mate. But, as 
Chess is constituted, the proportions which come 
out by taking the medium extent of each piece^s 
range, do not embrace all the relations which occuif 
in play, nor all the faculties which have an influenoe 
in deciding the contest, and as a final measure of 
power would be fallacious. The above tablet, 
shewing the Open Range of Action, is therefore 
only serviceable as the basis of an operose calcu- 
lation, extending to other relations and faculties. 
The reader who is satisfied with the result already 
presented to him need not trace the steps of this 
complicate inquiry. 

Perhaps I may hereafter discover a simpler path 
to the conclusion. Meanwhile, as the idvestigation 
now proceeds, many practical points are elicited, 
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79. INTBODtrCTJOTf TO C«ESS. 

wbicb are either maxims, or prindpln on wfadcb 
maxims may be founded. £ach of these I faaive 
distiDguished by an index and an inverted para- 
graph, in order that the reader who does not enter 
into the grounds of the the6ry, may, by glancing 
oi^r the discussion, cdlect them tf be think pnipar, 

11. Liability, to Obstrt4Ction. 

On the basis in the last tide might be calculated, 
with satis&ctory exactness, the quantity of fortie 
growing out of the peculiar mwe of every piece •*- 
were it not diat pepuction^ must be made, 
chiefly frdm the full power of the stronger classes, 
on account of obstacles promkcwusly intervening 
between the point of station and the extremty of 
the piece^s range. At first, fourteen exchangeable 
pieces, the totid of whose force is nearly treble 
the capacity of the field* are kept from instant 
collision hy the intervention of a double row of 
pawns. The change fitnn a crowded to an o^q 
field unfolds dtfferendy in different games. 

The pieces most affected by obstacles to free too* 
tbn, are the queen, the rook, and the bishdp. All 
these classes belong to one genus;-^their ^^^p ^ 
bounded only by the board. As far as t^e inter* 
spersion of comrades or foes {^events a piece of 
this kind firom acting as in an open field, its com* 
parative superiority is diminisbed in relation to 

* See title IX. Ut Cmsolidaied Scak. 
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fieces "»^hick htwing a shorter range art less {^eci^ 
edby i^truttims, and is peoialiariy diminished in 
rehtion U the knight. And it is chiefly to give 
llie VAULTING KOTiON of the knight as much in- 
fluence in the calculation as it has on the board, 
that an allowance for obstruotioti is deducted £mii 
the ftiU power of tide other classes. 

But before any deduction is made^ the computa* 
tion must have respect to the thinnings by exdiai^ 
which precede decision in a welUplayed party ; the 
grounds of deduction must be brought lower by 
subtracting a few pieces supposed to be captuned. 
If this subtraction do not go far enough^ the Kia^t 
will have too high a vaiue for common application ; 
and if it be eiccessive, too small a value. Taten 
from the middle part of the advandi^ g&nie, the 
same standard will apply to earlier and to later 
stages without sensible error. 

Out of the double set, assuming sia: pieces and 
eight pawns to have been taken off by eKcbaoge)-^-**" 
or, in other words, leaving to each King foub 

EXCHANGEABLE 1»IECM, together with FOUJt 

PAWNS, — a common basis is laid for calcnlatiQg 
the average of impediment to each agent remaining. 
prV. Pieces may be obstructed by their 'Own 
set as well as by enemies : and this no player o«a 
prevent entirely, or attempt to prevent g^nendly^ 
unless he absurdly attack without a particular ob^ 
ject; and if he direct a combination on a specific 
point, should ^he ^advevsai^ obviate it, one of bis 
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pieces may become aa obstacle to another without 
any change of position, merely from the necessity 
of a change of plan. Thu3, the Queqn will stand 
commodiously befcMre the Bishop, in preparing 
to attack the King, better supported than sup- 
porting; but if the adversary, in fortifying his King 
so that no impression can be made, should leave a 
small piece supported by a small piece en prise 
with the Queen, this powerful assailant becomes an 
obstacle to the Bishop ; for were the latter in front, 
supported instead of supporting, a piece might be 
won. 9^. As the player, unable to prevent the 
occurrence of impediment from his own pieces, 
can only avoid planting unnecessaiy obstructions to 
the agents first wanted; so, having greater and 
more practicable objects than to confine the adverse 
set generally, he can only block the most important 
avenues leading into his own section, or endeavour 
to intercept the escape of a hostile piece adviusced 
incautiously.Jt 

The proficient may be considered to decrease 
the effect of a tendency in his pieces to mutual ob- 
struction one half; and to add an entire ratio to 
the degree of obstruction, at least as to important 
points^ which the accidental distribution of his 
f(»rces would present to the counter-set, — but to 
intercept the action or transit of cm enemy, a piece 
must be supported *, so that virtually two interpo- 

^ The exception, that an unsupported piece may stop tlie 
transit of a pawn, modifies the account in its place^ 
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nents are employed^ which, counterpoising the dupli- 
cation just admitted, brings back the ratio to its 
casual amount The sum of pieces remaining, is 
taken at Five Pieces and Four Pawns of the White 
set, as impediments to any Piece one of them- 
selves =s 4 ; and as impediments to any Piece not 
one of themselves = from 8 to 4. The same calcula- 
tion applies reciprocally to the Black set. In enume- 
rating interponents to an adverse Piece, the King 
must always be kept excluded ; and the Queen and 
Rook must be dismissed from the account against 
smaller pieces, as particularly stated below. 

III. General Range of Local Action. 
This term designates, T. The command, from 
a stationary post, of points or lines in open space, 
by which an unsupported adverse piece, or a sup^ 
ported adverse piece of superior value, is kept from 
entering that part of the field. 2'. If the piece's 
move extend so far, the term includes one square 
beyond the open space, whether that square be 
occupied by a comrade or an enemy. It includes 
it, if occupied by a comrade; because an enemy 
is equally excluded ; and because as much is thus 
allowed for the faculty of defexding, by sup- 
port, STATIONARY PIECES FROM A STATION- 
ARY POINT, as the faculty is worth : a very dif- 
ferent thing from the facility with which a piece 
can pass to defend a particular square, it is 
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wkJQin more availbg io one of the bi^iest dii$s 
iban ooe of the lowest. t$rThe exercised pla^i^inism 
not commission any piece to defend inore than ao 
individual already en prise — except against a »i^e 
piece; or except the pieces defended are not jointly 
worth more than either of the pieces j^epamtely 
attacking ; or except the supporter, if drawn to one 
4^ended square by exchange, wiU thence command 
the other.jk The term includes c»ie square beyond 
the open space, if that square be iHiompied bjf 
fin enemy ; because the battery on it ix>nfin^ 
two pieces. 

As the Pawn*s small oblique range of action 
cannot be obstructed, because nothing can inter- 
vene, — it remains, as under the first title, 

2. 

The Knight's vaulting Action is unafiected by 
the intervention of a piece : 
5,fi5. 

The obstruction to the Action of the Bishop is 
to be calculated on four pieces and four pawns of 
the same set :^ 4, and 4 pawns and 1,7] piece'* of 
the opposite set ; = 9,7 1 . 

• Of kve antagonist pieces =3 4, deducting the King, the pro- 
portion is thus deduced. Suppose the opposite set to be ^full> 
Under the ordinary maxims of play, the Bishop cai^otifa^ in- 
tercepted by the Queen, nor by either of the Ropks, nor by the 
Bishop on a different chequer: Two Knights and a Bishop only 

intercept it. Therefore-?^=l,71. 
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The Kfihop has on ^ average SjOSOS rays of 
action; codsequa^tly, it would require as many 
pieces to intercept some part of each ray. 3,0625 
{HeceSy without bang supposed to fall constantly on 
different rays^ block the Bishop from 8,34 squares 
of its range : — ^^Thereforey 
a^^r N 9,71X8,75X3,34 _^^ 
8,75 (open range) ,6^x3,0625 "=^-^' 

The deduction frof|^^be Rook's Range of Action 
is to be calculated ^ =i 4 of the same set^ mid oq 
7|43 of the opposite set; = 1 1,43. 

The Rook has 3,5 rays of action : 3,5 pieces block 

4,875 squares of its range* Therefore, 

»! / •. \ 11,43X14X4,875 ^^^^ 
14, (open range) 64^X3,5 -^^^^^^ 

To find the ratio of abridgment to the Action of 
the Queen, calculate on 12 interponents. 

The Queen has 6f56i5 rays of action ; and the 

same number of pieces wi^. block 8,57 squares of 

her range. Therefore, 

A^^iff \ 13X22,75X8,57 _ ,^ 
t%75 (open range) ____=.,7,18. 

To recapitulate the results, the general Range of 
Action extends thus : 

pawn ••••• • 2, 

knight 5,tS 

bishop • • • 7»3 

rook 10,52 

queen • ♦••17,18. 
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V 

IV. General Facility of Transit. 

This t&nnincXudeaihenufnber of optional squares 
within the reach of the piece at a move. 

Of pieces which move as they take, comprehend- 
ing every class except the pawn, the General Fa- 
cility of Transit is the same as the General Range 
of Action^, except that the sphere of transit termi- 
nates on open squares or lines, when the square 
beyond is occupied by a comrade. The share of 
obstacle is greater by this difference, and will affect 
the Knight. When the square betond is 
OCCUPIED BY AN ENEMY, it is ncvcr to be de- 
ducted ; for were the enemy supported, it Js plain 
that the exclusion, or depulsion, arises from the 
supporting piece's command of that point in the 
field, which would equally operate were the square 
vacant. 

The Pawn in transit, moves on the average 
1,2 square, having one feeble ray of forward 
motion, which coincides with neither of its rays 
of action. ^^ Hence the Pawn is subject to 
the peculiar disability of being blocked by an 
adverse piece, which does not stand en prise 
with it ; a gi*eat disadvantage to a separated 
pawn, or to a pawn which stands last in a united 
diagonal chain. Hence, too, the adverse King may 
block itJk. 
The Pawn is liable to be impeded by five pieces 



Digitized by 



Google 



SCALE OF POWERS^ 79. 

of the same set^ii^, and by five pieces of .the 
opposite set « lo*, together 1S,5. Therefore^ 

12 5 
1 ,2 (open range of transit) ^ =1. 

The obstruction to the Knight's Range of 
Transit is to be calculated on four pieces and four 
pawns of the 'same set=i4. The opposite set 
cannot obstruct the knight; Therefore, 

5,25 (open range of transit)-— ^^^f^ = 4,92. 

Of the other pieces, the general Range of 
Transit but slightly differs from the last table. 

As many pieces as the Bishop has rays of 
motion^ placed on some of the rays, will block it, 
in transit, from 4 squares. Therefore, 
9>71X8,75X4 _ 

^'^^ 64X3,0625 -^'^' 

As many pieces as the Roo£ etc* will block it^ 
in transit, from 5,65 squares. Therefore, 

11.43X14X5,65 _. 

64X3,5 ■~^'^^' 

* The counterpawn in the file obstructs three-fifths of the 
range of transit tiU disposed of: but as the inquiry respects 
the worth of a piece balanced against one of a different class, 
this is a circumstance foreign to the account. The place to 
nhkh a pawn may go in making a capiurtf presents an option of 
tansit too seldom to influence a genenJ calculation. 
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.As jxmxy pieces as the Qsj££n etc. will blods 
it, in trustt, from d>48 sqvttres. Tberelorey 
12X22.75X9,48 _g 

It results that each class has within its general 
range of Transit^ the following open points : — 

The pftwn *• ^9 ••*••• m • •• 1 

knight ••••• 4^2 

bishop ••* 7,02 

rook 9.96 

queen ..•••• 16,59. 

These sums merely measure the simple faculty 
of removal, according to the extent of which a 
piece is less liable to be forced. But when the 
Transit is used in subserviency to Attack, it 
receives another value, which is set down in the 
following tide. 

V. Power of Transitive Attack. 

This is. the combined value of propertiM attend- 
ing the Transit for Offence^ added to the square-root 
of a power flowing from the Bmige of Action, and 
involved into it. The properties attending the 
Transit for Offence are the points which have a 
hearing on the piece to be assailed^ any one of 
which can be reached at a move^ divided by the 
number of squares on the board, and multiplied 
into the ordinary length of the line on which the 
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asMilavt passes' U tim point selected as a position. ' 
The power flowing- ifrom the Range of Action is the*^ 
squdrei-root of a product obtained by uiuljtiplying 
tiie number cf objects which the' piece can attack' 
at 4^ce into the Ordinary Range itself. The^ 
amonht of the two sums is assumed to give' the 
power of Transitive Attack, 

The Paw'n can have a bearing on an indivi- 
dual but frbm^ ,015 points, as it rest)eets the 
board; and the line alotog which it passes is 
never less than 1. It can attack two pieces' 
at once; and its general' range of action is 3. 

Therefore} . 

. ,()I5X1+V2XS = S 

^:^ The' Slim of points which, in relation to a 
designed attack, is open to the choice of a piece, 
16' valuable — both as countei^cting the effect of 
obstniction by leaving two or more paths to a 
position, and as enabling the assailant to bea^^0n' 
two or more^ enemies at once. - This property' 
resides' in the Queen in an eminent degree.; for 
besides/amoving as a bishop to attack as a^bishdp/ 
and asf a rook to attack ts a rook, — sKe i>8isses as a 
bishop' to attack as a rook, and as a rook to attack 
as a fnshop; and the latter branches^ of force 
ihdude more' positions than the formerj. The' 
average number of points to any one of which' 
a piece can step to gain a bearing on a specific* 
square, as it might have elud^ the grasp of theory, 

G 
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is derived, io evei^ irattmeoM atiled bdow^ fitMO 
actual permutatiops on the board. 

When the Kkight can assail a piope, it lias^ 
usually, the option of taking one of two batbsrii^ 
seate, — sometimes it can pass but to om^^^lySS. 
But as its move does not extend acroas the board 
— this sum must be reduced according to the pro- 
portion that the fmmkr of points on which it 
might bear qfter a single mow holds to the entire 
field. — The Knight, then tmableto direct its actioa 
on any ol^ect distant more than four squares^ or 
not standing in a peculiar rdation, has a share of 
optional point =,8S — farther reduced by aHOKtfmwe 
for obstruction^ in prG^rtion tp the transit =,76» 
Unlike the latitude open to the other exchangeable 
pieces^ the line along which it passes is always of 
the same lengthy and (obliquing in an an^e of 
about twenty*two degrees five parts) extends aicrosa 
two 'squares. But does it th^^fore advance an 
equal space ? Not in tlie sense in which the 
Bishop, the Rook, the Queen, trace a line of dis- 
tance ; touching every part of the line, they may 
stq> intermediately, and operate from a variety 
of points within the extreme one4 It may appear 
that the Knight advances two squQxes, M leasl 
when by successive transits it pursues a remote 
object : this illusion wi}l be exposed, by remarkk^ 
an incommodiouB relati<m to many contiguous 
points, where the player may as ofteci want (to 
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piece. SuppoM it 'to be gfAtug to «hy see<ml 
^uare in a dii^gtmal direetioii: te ^edi^cts pro« 
oeM comQmes four moves. The ufipraurymg di$» 
tftDce prescribed for eveiy BtBp of the Kaij^^ 
h egtdvaknt to 1 ^quttn: the intervenii^qiace 
is a blank. Such a conclusion may come mom 
forcibly^ if we frame the idea of ain e9LChangeable 
j^iece armed with tte movements of the kiag ; widch 
tKMild pnove a superior engine to a kmght Thit 
is intended merely to marie the effecitive extsnt of 
tius peculiar transit, and not to recommend any 
innovation to be substituted for the only piece 
which has uniformly the same power on every 
European and Asiatic bo^. 

The Knight can attack, at onc^, Sfi5 enemies; 
it9 general rang^ unlike that of any piece bujt the 
Kmg, comprises no more squares than it has rays 
of action. Therefore, 

,76X1 + \/S,S5 X 5A^ ss= 6,01. 

The ordinary length of the line along which 
any piece other than the pawn passes to a position, 
is found by dividing the rangp of transit by the 
number of rays of motion. 

The Bishop, when it can touch an antagonist 
may attack usually Jrpm two points-; in some 
rdations, but from one. If already in a line with 
the enemy, the option may increase from one to 
six. On the average, the station for assaulting 
an individual may be selected from 1,9 points. 
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84. INTBtDXJCTJO^) TO. ^«ES8. 

Bitt — as fauedf the, boatd 13; out of the .Bishpp'ft 
field — 1,9 -*-2 =;; ,95-— recluccjiprop<wtiQn^tely ij^ith, 
the trari8it=,76. The orrtwary Ipngth. of thp jine 
pn which the Bishop moves is^ 2jS9a . Its rays pf 
action = 3,0685 ; its > gen«wi range J3 7,S. . Is ^^re- 

torcy ' : ■ -^ '• . . ;j •• 

,76 XS1,«9 + • 3,0685X7,3 =; 6,4^ . : . 
1 The -Rook can move. to. strike fit)m. one. i^ 
ei,43 poiiits;: reduoed to this .proportion: of tibe 
transits 1,73. The ordinary: kftigtbi of the tine 
along which, it passes is, .2i85« , • The rays of actiOq 
may touch 3,5 hostile s&tions ; and its. gencvml 
range is 10,58. Therefore, 

1,73X2,85 +V3,5X 10,52 =11. 
The Queen can batter any specific object fitom 
7,2 points ; reduced = 5,25. The ordinary length 
of the line along which it passes is 2,53. Its 
rays of action may strike 6,5625 objects ; audits 
sphere Of play is 1 7, 1 8. Therefore, 

5,25X2,53+ ^6,5625X17,18 = 23,9-. 
The results are : 

Pawn • ....»•...• 2, 

Knight..-.....- 6,01 

Bishop •.••...•..•... 6,47 ' 

Queen ;.«..^.. 23,9- 
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SCALE OF POWERS. 85L 

VI. Dislodging Faculty. 

' This is neBver positive ia its operation, according 
to the shorter range, or inferior valuCy of the assail* 
ant. ^:;/» Thus, if the Pawn advance on a supe- 
rior with a view to dislodge it, — the impossibility 
of intervention withholds the alternative of cover-* 
ing; while the value of the assailed takes away, in 
ordinary relations on the board, the alternative of 
resting on support ; and the fugitive by compulsion 
has only to choose the most commodious place 
within its range of transit. The effect of this 
power is most useful against the Knight; because 
the Knight cannot preserve any bearing on the 
point menaced^ or the point defended, if obliged to 
remove. Jk . It avails less against the Bishop, inas^ 
much as this piece can retire and preserve a blocked 
1)esk.ring on a point of attack, or an open bearing on 
a point in defence. The Roqk. can. withdraw and 
maintain its aim, .in some degree more common 
diously than the Bishop, unk3s it be grc^pling in 
front of advancing pawns. As the flying Queen 
has an option of new points of position corre- 
spondent to its range, the removal of it is less incon- 
venient. \ 

^J::^ It is this faculty, with that in VIL 1. which . 
enables combining passed pawns, when fighting on*-* 
ward for promotion, to surmount, most commonly) 
the superiority of a minor piece, in forces opposing^ 
over pieces supporting, them. Ji r 
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S6. INTBODUCTIQN TO CHESS. 

The Dislodging Faculty is a measure of 
ctmpetency in the assailant to compel a removal^ 
multiplied into the Power of Transitive Attack^ or 
a modifocation of it. 

When the assailed can neither be supported, nor 
covered, the c(mipetency to dislodge is positive, 
a»l. When the assailed may be covered, but is 
denied the alternative of being supported^ the mea* 
sure of competency is comparative^ = ,5. If the 
assailed may rest on support, but is randy cov«*ed| 
the measure is the same* Against an inferior, the 
de^e of competency is merely a quantity ; which 
must be diminished, as a value, according to the 
ligbtiiess of the otgect in the general scale. Against 
any piece having currently both the alternatives, the 
dislod^ng Force would be negative or ,3d* How 
fiur has each class the alternative of prcMsection ? 

The Knight sddom stands behind the sbidd of 
aiKyther piece. 1^. Its inferior value makes ex* 
change commonly an advantage 9t. It never sup-* 
ports the piece which is interposed ; so that two 
jHeces may be confined by covering it^ 

• Occasions for covering the Knight even at a great cost 
may arise 4hu8. As this piece cannot remove and preserve its 
bearing, it is apt to prove a perfidious supporter. Suppose a 
rook to he en prise defended bj a knif^t. It may be worth the 
* adversary's while to sacrifice even a rook for the knight, in 
order to deprive your rook under attack of support ; and if you 
bave not a second knight to replace the first, perhaps you can- 
aot do better than cover him* 
Tke knight ia the worst piece tbal cui be employed at a/er* 
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The Bkhop cmnot be covered from the knight; 
and it is not wuidly desirable te cover it from a 
superior's atlack> when it can be supported, or 
can remove and preserve the same bearing. Both 
tile Rook and Bisb(^ have four weak sides, oa 
which they cannot support a piece wluch might id* 
terpose. Therefore none of these pieces are cur- 
rently covered. But from the supttior importanee 
of the Queen, and King, it is well to provide pawns, 
er other pieces, to intervene when necessary; espe* 
cially before the King* The Pawn has alone a 
positive covering value, which is measured in the 
ninth tide* The other pieces are not adapted to 
subserve as mere shields, in proportion to their in« 
fetior value. Bat ane conveniently interposed, when 
they reject the action ci tiie assailant; or attack a 
piece superior to the assailant; or check the king; 
or enable the piece protected to maintain a decisii^ 
position. Otherwise interposition, al^u^ it may 
happen to be the only resource, is mosdy a poor 
subterfuge. Compare with General Masimsi 
Sect. 7, 9, et 10. The Queen supports on every 
side tiie piece intervening; the King affords similar 
support only when the pieoe is in contact The 

mm^ 0upport to any other piece; but for trsnwDt object^, 
ivh^re the supported piece ciui be either immediately with* 
drawn, after making the attack, or where the atuck drivetf the 
awaited from ^e field, the kni^hr is as good a itipporter wi any 
ethen 
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J{8v INTifcODUCTJON TO JCHPSS. 

King i$ assumed to be as; often enabled to 4cee{^ a 
ready shield, as compelled to remove from; the :at-{ 
tack, of the bishops rook, or queen ; which oliakes: 
the Pislodging Power against it in respect to these 
^.« The Queen, as an essentially active piece^is 
covered from the bishop or rook, with some con* 
fineihent either to itself or to the covering, piece;; 
so that it is often compelled by policy to remove,! 
when it might rest protected. This makes the Dis^ 
lodging Power of one of these, against it, nearly aA 
integer or ,75. 

The occasional imdification of the Power o£ 
Transitive Attack follows a plain principle. ^The, 

CAPACIXr TO ATTACK WITHOUT BEJNa. SIJ^P- 
PORTED OR WITHOUT GOING EN PRISE Upl^oldS 

the Power of Transitive Attack to its full ratioi 
When the piece tobe invaded. has a reciprocity of 
move, the Powar of Transitive Attack must be 
diminished by a full ratio as far as tho reciprocity 
extends in an inferior enemy; apd as far s^ the co^ 
pperation of a second is demanded against a supe* 
lior, it. must be diminished in a hajf ratio- ; . . 

^:5=» An attack to dislodge , should propose— 
either to relieve the party from a menace^ stroke ; 
or to render the adversary more vulnerable by dic- 
tating a specific change in his position. J^ The at- 
tainment of either aim, will depend on the number 
of squares to which the repelled enemy can go to 
maintain the same bearing. Therefore when; th# 



Digitized by 



Google 



SCALE OF FOWEBtJ. T 8St 

tneakire of Disk>(%ing force has been involved injta 
the Taw^r of Transitive Attack, divide by the num- 
ber of sfquares just mentioned. , — 

The Pawn possesses the Dislodging Faculty 
integrally, :=s: 1. In advancing on the Km^t,, or 
Eool^, it does not go en prm; so that against 
either the Power of Transitive Attack is independ- 
ent, = 2. In collision with the Bishop, Queen^ 
t)r King, it jnuat be supported ; the samepower = 1 . 

The different classes, dislodged by the Pawn^ cair 
retain a specific bearing fronx new positions : 

The knight •• 0, 

bishop • •/• ••S,fi^ 

rook • • •'• • ♦••2,85 

\ queien •* •• ••CjTS 

king ••*S,19. 

Therefore, ]^.^ Q, against tije Knight 

I \ ' • ; 

[ l2S3=z , ,7. against tiie Rook. 

2,85 

* 1 X 1 

^.j^ .=. ^ against the Bishop. 

6,78 

-~— =as ,46 ag|iainsttKie King. 

Assuming that no one of the mjnor pieces is 
xnor6 likely^ than another to remain oft the board; 
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^. XKTH^DUCVJOV TO Ctt£88. 

nor diat any exchangeable piece is more Hkriy to 
remain than the Queen, farther than the ratio 
which two pieces in a class bear to one^-^tbe 
equation of these values is ^8S. 

The Knight receives, in the present artid^ «ki 
accessional value for bb VAVtTiKO action. It 
takes uniformly from the assailed liie akemative c^ 
covering. 

The Knight can exert ,5 of the Dislodgti^ 
Faculty sk ,16 on the Pawn; against every otter 
dass, the integer or L The Knight does tint ga 
en prise, with any piece assailed ; consequently the 
attack is never ddayed by providing support in re^ 
sped to the object as ^,01. 

The different classes, disturbed by the Kdgh^ 
may, from new seats, act on the square already bat- 
tered or defended : 

The pawn 0, 

bishop 1,73 

rook ••••^•••••2,31 

queen 4,7 

idng ••• S. 

Thewforp, ii^^^ « ^ against the Pawn. 
m^ ^ 8,47 against the Bishop. 

1,73 

i-^l^ = 2,6 «gMwt the Book, , 
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MALE OF >0W£R8. 91. 

i21^= S, against tbe King. 

The equation of these values is 2^83. 

Directed on the Pawn, the Bishop has Dis- 
lodging Power = ySS = ,089 ; against th6 Knight, 
,5 ^ ,43. Played on the Rook =1. On the 
Queen, ,7^* On the King, 5. The Bishop assails 
tbe Pawn without going en prise^ except from two 
squares in front; its Power of Transitive Attack, 
thus abridged, = 4,47. As the Knight, or Rook; 
does not reflect its action, the same power — 6,47 
r— ia in full ratio against either. To attack the 
Queen^ the piece requires support; therefore 
s: 3,235. As it cannot independently check the 
King in collision, the same s 4,94. As the 
Bishop acts but on half the field, in applying 
these quantities -^ 2.. 

Removing from the Bishop's stroke, the fugitive 
may preserve its bearing from new positions: 
The pawn 0, 

knight 0, 

rook •••••••• S»38 

queen •;••••• 3,64 

ki^g.... 1^74. 

Therefore, 

,089 X 4,47^8 _ ^^ ^^^ ^^ p^^ 
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98. introduction; to chjess. 

i — __l — : — = 1,4 against the Xnight. 

i^lfiim s= i 1,36 against the Rook. 
2,38 *^ 

,75X3^35-i-2 _, gg ^g^j^gj ^jjg Q^^ • 

'£2<M1:!:! = ,71 against the King. • 

The equation of these Valaes is 1,05. 
The Rook has the measure -^, 33 -^ of Dis- 
lodging Force against the Pawn, in value = ,057; 
the quaiitity, 5 iagainst the Knight, = ,274 ; the 
5ame against the Bishop =^=,32. The proportion 
affecting the Queen = ,75 ; the King ==' ,5. * 

No previoiis possession of the field by thie Pawrij 
Knight, or Bishop, excludes the Rook from the 
satne rank or file. Consequently the Power of 
Transitive Attack is 11 in respect td either. 
Reduce it to 5,5 against the Queen,' because 
the assailant depends on a comrade. Against 
the King, deducting for aid to check in contact, 
the same power = 9,25. 

The enemy may take new posts and retain the 
same bearing : 

The {)awn • • • *• 

fenight • • *• • • • • 
tishop •• •*•••• 1,76 

queen 3,3 

; kingv 1,5. 
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SCALE OF POWERS. 931 

Therefore, *^^^" = ,6fi7 agwnst the Pawn. 
'^^^^" = 3, against the Knight. 
. . : »82X 11 ^ g^ against the Bishop. 
. *^^^^'^ c= 1,^5 against the Queen. 

• AX9z?^ = 3,07- against the King. 
1,5 

The equation of Ihes^.yaliies, i$, S^. / ^ 

^ Tba Q'q££N*s Dislo^^ng Force against . the 

Pawn, = ,33; — reduced according to the Pawn'a 

inferior value, = ,p3J,_ ^gaiixst th^ minor pieces, 

= ,5. Reduced in respect to the Knight, = ,15. 

To the Bishop, = ,176. To the Rook, = ,276. 

The measure is ,5 ag&in^t thb' King. 

The power of Transitive Attack, on the Pawn, 

modified by the PawnVi^Gtion, = 21,9- On the 

Knight undiminished, =^ 23,9. On the Bishop, 

abridged' by a partial reciprocity of move, = l6,6 ; 

on tht Rook, restricted from a 'similar cause, 

= 13,38. On the King, = 20,62. 

« The piece disturbed, may attack, or defend, the 

same square firom new points : 

„ Thepawn 0, 

knight -• * . • 0, 

bishop • • 1,65 

rook • •• 2,17 

king •••• 1,1. 
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94. iNTjkODVcriON. to cbess. 

Therefore, '^^V^^^*^ =«,68 against tEe Pawn. 

,15X23,9 _ 3^3 ^^t tijg Knight. 

,176xi6,g ^ 1,77 against (he Bishop. 

,g7gX 13,38^ _ , y ^^ ^ jj j^ 
2,17 ' -» 

The equation of thes^ valuer is 4f74. 
The results add to the comparative Tahie i^ tihe 
two weakest pieces : 

The Piwn»»«» ••••*• ,S2 

Bpo*..* 2J> 

Queen.' 4,7^ 

^ • 

Vlh 1. JEx/r^ Pom/j of Support. 2, Cmcring 
Vahte of the Pawn. 3. D^endeme »f the 
Pawn. 4. Capacity (f Promotim^ 5. Estimate 
{/* <A^ JSooJr/ Pawfu. €. Umicd, siparsted^ 
and doubled Pawns. 

To prevent multiplying titles for qoaKties which 
are either peculiar to one class, or not general, six 
articles are thrown into this. 

r. From iaadeqttaty of value in exchange, some* 
times flow Extba Poinm of Support. 
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. KALE Off FOWERfl. 9S. 

The Pawn— ^resting upott n firm points and hot 
Mtndned firom reprisal by a maskad atteck on some 
pitrty which it cov6rB-*-can support tLpaam agunrt 
two pieces; because the two pawns are worth less 
than a piece = & ^tj* Hence part of the advantage 
ef lieepiog pawns on contiguous files, j^ 

For a parallel reason, the Pawn can support m 
knight i^ainst two rooks» or rook and queen or 
look and king ^ 1^7 ; which sum r^resbnts the 
probability of two rooks or a rook and queen being 
left among four exdmngeaUe pieces. So can sup- 
port a bishop ; socneUnng tess positively in propor- 
tion to the greater value of a pawn and bbhop 

Can suj^Mrt a rook ag^nrt the queen standing 
heforo a rook or bishop s \,\%; winch sum must 
be reduced to ,56 on account of the ecpsl recur* 
rence of an inverse order in tiie attacking pieces. 

Can support any minor piece against the king 
and queen s 1,1 JZ. This Extra Support must 
frequendy have only a momentary duration ; that 
b, when the supporting pawn is itself attacked: 
but a move will at least be gained. 

2+ 1,7+ 1,5+,56+ 1,12 = 6,88. 

As any piece supports a partisan agunst a single 
enemy, half this sum tat 3,44 is the total of extra 
points of support 

Of these 1 relates to 1 adjoining pawn, that on 
tiie opposite hand being assumed to have been 
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9ff. INTEODUCTIOIT'TO CHESS. 

^xcfaangedv aild is sSofdtd by 1 r^y of > action. 
S places oh the file countervail tbe.probability^f the' 
pawn's standing ready. The remaining '2;44 extiB: 
points relate to the d^ence of 3 B^inor pieces, and- 
may be afforded by 2 rays of action; - 64 Squafes* 
in the field countervail the chance of the pawnV 
itabding appositely. The opportunity for - service 
also decreases with the number of classes^ against 
which this support is valid = %7 including, the 
king. Therefore, ^ 

1X1X1 M4X8Xg _ 

5. "*" 64X5-^2,7 ~'^^V 

The Kniqht can support a /Kem^;i dgainst two 
rooks, or rook and queen, or rook and king, or 
king and queen =1,7. A bishop against 
the queen standing before a bishop or before 
a rook =. 1,12 = ^56. So a rook = ,56. 
Aay minor piece, against the king and queen 
= 1,12. : ^ 

1,7 + ,56 + ,56 + 1,12 = 3,94 ^- 2= J,97. 

,85 Qxtra points relate to.4 pawns against 2,7 
pieces out of 5 classes. 1,12 point rdatesto 3 
pieces against 1,56 piece. Therefore, 
,85X4X6,01 1,12X3X6,Q1 ._ 
64X5-4-2,7 "*" 64X5-5-1,12. ' * . 
. The,3iSHLOP yields the same ; increased accord- 
ing to its Power = ,245 ; something less positively 
in.proportipn to its value:=: ,21. 

The Rook can support apdf22;;}.agaiQ8t.tiie queen 
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SCAIfi OF l^WEfta. &f- 

standing b^re a rook or bishop = ,56. So a 
kmght = j56. And a bishop = ,56. Likewise 
either against the king and queen = 1,12. 

; ,56+ ,56+,56+l, 15=2,8-^2=1,4! 
^28 extra points rekte to 4 pawns against ,84 
daaB. — 1,12 relates to 2 pieces. Therfefore, 
, 14X4X11 ,56X2X11 -Q^ 
64X5-i.,84 "*" 64X5-^,84 ' 
The results are : 

Knight ♦.*.. ,23 

Bishop* ••••• • ,21 

' .Rook •••••••••••• ,05. • V 

This article is against the Queen. 

2"*. The Pawn, as remarked in title VI,, has alone 
a Covering Value. It is not easily forced, 
when standing before the King. 

(|:3r While the adverse queen is on the board, the 
minor pieces cannot move freely, unless the king be 
kept in a statioQ unexpc^ed to check. Jk 
. (t^.Even the exchangeable pieces require sorne 
fortified points, behind which they may either pre- 
pare to act in combination, or retire from annoy- 
ance. Let us suppose all the pawns on one side to be. 
lost for five pawns and a knight ; that 1;he king witb^ 
the three pawns is protected by their compact station; 
and that the other forces of each party remain. It is 
plain^ that the queen withoqt pawns has not -her> 

H 
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90! INTRODUCTIOK TO CR£SS. 

field enlai)jed» but easi^tially abridged by the<^^«> 
ness of tbe board. She must ooti coQimoQly^^ stand 
on the same opeo diagonal, or ttak of fite with itm 
king. This is an exclusion firom neaiiy a third of 
tbe board ; and, under the circumstances stated^ it 
would be scarcely possible to prevent tbe uneovered 
king, in retreat from tbe repeated cfaeieks of two 
rooks and two bishops, from doubling on the 
same line.jj^ 

(t^The rooks are the pieces deriving most advan- 
tage from open files, while the remaining forces 
exceed the capacity of thefidd:]^ This will be il- 
lustrated if we conceive* the idea of eight rooks 
ranged on one side agaidst eight gueew. It is 
evident, that the action of tbe rooks fills tbe whole 
board, and that the eighth queen ia wordi no more 
than the eighth rook^ because she has not a place 
to stand upon. 

The centre pawns are the most valuable, because, 
advanced to the fourth or fifth square, th^ cover, 
from diagonal attacks, the unnwmd pawns rthkh 
c&oer the castled king. In their passage across the 
board, their service is greater than diiit of other 
pawns, in excluding adverse action, and in leaving 
in their rear protteted lines on which tbeir parti^ 
sans can form or rally. 

The king's pawn and pteen'spawn covers, each^ 
^ <m the average ] 1,4^ squares; a bishofspaxun 9,7;, 
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a hi^^'sfjiMn ^. The e4mrti<Hi for fSafesh cttOtk 
pawns = 10^1 

^^ therefore Iji?!^,,,^ 

S*. The DAP£!^i>«irCE or the PAlr» foft svv^ 
PORT FROH PiEbEi^ IS hione cdtisfent titan thdir 
c^ligi^Q to t&e piBt^ for ^otection, (^One 
pawn, it is trde^ Can suppoi^t another : but the i^ety 
of a stogie pai^n, or of l3ie last in a chain, depends 
on the aid of a piece, when ii is attacked by the 
ling, of queen*, of rook, so as to command the next 
square in its transit The bight, or bishpp, cai^ 
not sa attack the pawn as to tommand the next 
square ; and can merely intercept an unsupported 
pawn, or force it when something distinct inter* 
cepts itjl^ 

This dependence of the Pawn for support, sieems 
to give an unmoved Rook 6pposed to two bodies of 
three pawns of which one in each division shall 
have advanced two sqtiares, a propordoh of power 
something greater than fhie proportion in the con* 
solidated scale^ tMe IX. If the kings be at their 
original seats, that party appears' mostly to win 
Tt^ch has the move. 

(t^As this Dependency for support arises from 
delimitation of the transit, so the Kn%ht has a 
share of this relative weakness, that is to say, it may 
be BO irttacked by a sin^e piece in some positions^ 
that, although the field be open, it cfadDot save itself 



Digitized by 



Google 



'.iaO IXTBODUCTIQ^ TO CHESS. 

I 

by remdvicig. LpUi has shewaf , that (be kiHg^stasid- 
ing unsupported in any angle of tiie bQ^4 nnosfL 
fall to the king attacking diagonally; and to the 
queen attacking froiki any adjoining square ; — and ! 

standing unsupported at sonnie other part ^t)f the | 

Ikiargin, or a single square from the margin of the | 

board, must fall to the queen ajUacking close io { 

^ont. Both the rook and bbbop may confin/e th^ 
Knight in some relations on the open hoard; but^ 
singly, cannot force itjk 

fiflrln a diagonal chain of Pawns, or even a link 
of two, th& want of radical support is frequently 
counterbalanced by the Capacity of Promotion ; .sp | 

that the pawn in the van, though unable to a<^y^ce 
jvithout loss, shall deter the kmg or othe^ piece ^om 
taking that in the rear, jk 

4*. The Pawn's Capacity of PaoMOTjoif 
has always ^ dormant value. But this gives the 
piece no increased ability ^to rea<;h the u^tkna^e 
xwak, which must be attained ent^r^y throjog^ fi^cilir 
lies for its progress and si^^port as ^ pawn, (tf Nay, 
in 3ome cases the pawn is weaker as it advances; 
beoause it is more liable to be attacked in die 
rear.lk When it can be certainly calculated diat 
the pawn will either replace a: piece;, or cqst |iie>ad- 
yecsary a piece to prevent it, or thp , chiM^gp^.of a 

' ' ' ■ ■ . ^ '' } 
% * OMnvaxkmiTeorieo*phaki€dipraUGi{mo d^S^ 
Bologna, 1763. p. 417. • . ^ - J 
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f)icto>£i>r 4wo pawns, the Capacity lA Pramolion 
has aippsitive tvidoe:^ Ou\ . \^ 

The: player who sacrifice a I^mgbt to takes threes 
pawns, gains as much more than the knight kB\ the> 
i^MMng^of 4bree files for as many pawns is . worttici 
and^'unlessthe ach^rsary.bein a positioo to drawl 
some .unmediate advantagB from the superiority of 

a piece, will genemlly win. 

: (|*tA player who 7s dtraiig in pieces in propordon. 
as he is weak in pawns, may oftenersucceedbyboldl 
ofiensive play, indirecdy aiiping at the pawns; than 
by levelKng combidiations principally against them: 
because a pawn en prise with a knight or. bishop/ 
or with a rook attackibg sidew;ays, liberates itsdf' 
by^moking; so that although the pieces assaiMng; 
comccted pawns shall ^exceed by. one the number.' 
defending them^ it is difficult to make the superir: 
ority ))6ar on .aa individual . As far . as pradicaJblet^ { 
the last >pawn in an adr^rse chain, should l)e blocked 
by one of .the pieofivatt^eking it.]^ , -i 

A pawn may, by portion, be worth. a knight: 
more;ttian a queen. 

5^ Each Rooiq's Pawn is worth about two? 
thirds of the sum placed against the pawn id the first 
consolidated scale — or ,67 in the second scale, where 
the value of a pawn with two rays of action ^ 1 . 

6*. Pawns xjnited on any of the six central 
files will' generdly! support the ratio in the scale, 
independent of i^ value for the chance of promotion, ' 
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toe INTBODIXeTIOK) TO CHESS. 

A SEPARATED PA w^>^i|;.caimpt(fii(;m»b 
points of support to another, nor derive anyjS^CQ 
fiota the dislodging faculty of aoodier, while. Its 
dependence ori pieces for aid is greater liianjsvdbfiister 
in the close relatipn first gLven: to ibe pani?^ kmst 
lose by isolation (me fiftti of ibsi ordfoary arajtae* 
This 'disadvantage may, luidea' peculiar .drcoiiH 
stances, be compensated by some indepen4eoti&«'' 
olity in qqeenii^, or ibrtunate position id ctodbin- 
ihg >with!a piece* .; ' . i • . 

The king's or queen's paafH k seldom wortk'mone 
than a &i9Abp> pawn ; or rather the king's iish^p's, 
i^ pdzed when the resource of castling; is taken, 
under cover of it, equally wttibt the. kiog^s — aaui in 
other cases, it may fionce aaexchjange witb^ tfaeiiad- 
verse king's pawn. As the (pt^ens ^ii^JbV, .Q09n-> 
monly suppoits and replaces the queen's, it is al* 
most identi^ed in value with it The kmghi'^pmn 
seems to be no otherwise infinriorto tiiese^ than as 
it does not, when yioved ou^ cover so; much of the 
section' fcom xliagonal attack. ' 

A PAWN DOUBLED, or transposecl to the van or. 
rear of another in making a. capture, is the most 
detrimental on a rOok's fUe,* /and the least io. 
when a rook^s pawn passes to the kiaij^t's ffle. Two 
pawns doubled and isolated^ are rarely wortb one 
aiid a quarter. If tiie. doubkd pawns aiSperiUe 
mihione contiguous^ this loss of h0 a pawn may 
he divided among the i^ee; aM aomettoies ^ey 
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gm. not ifa^erior .to tluee spre«d out. J9e^ Philidor's 
JM^m^ Fkat Party^ note (i> 

VIII. Circumscribing Faculty. Value in Can^ 
binatian. Mating Fewer. 

The iFaeutof of cireum$criUng ike King m 
ipaceyWkboutgivmg asiale^ redides in no diogie 
piece besides tlie B/^k end Queen. When the 
•dvierse: ^ng. is n^t covered by his pieces, it is 
subacrvieDt to presenbkig a positi(m to him, and 
to giving mate*. < 

The Rook: ean send out two lines dHtnpassable 
^)afie:>faMt'wiien die adverse king atfocks St, must 
abafdoq joiae, =s 1. Reduced by obslruction » ,75. 

It^fequites two Bishops on adjoining idiagonds 
to aend oat wch a &ie » 1 , The proportion of ft 
liB^ piece s ,5. Reduced ads ,44. 

The QuEEKy acting against the King, can maiii- 
tidn, at right angles, two impassable lines, because 
ti^ fiisfai^'s ray prevents the King from approach^ 
ing todil3tinrb herssS. Reduced s;* 1,4. 

To the King, already in an an^e, two Knishts 
may be opposed so as to. confine him : but this is 
measuring their strength on partial ground* The 
King should be neither in an angle, nor at the 
margin of the board, but moving without previous 
impediment, when the circumscribing property is 
measured. It requires two Knights and two 
Pawks, to present impassable points of space, 
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104 lNTftOMK>TI<W Ta tfi£S8. 

:wbkh ratigjiiig together shall fohn ac6m^lefeiliB& 
Not as a specimen, of ^lay a^dnst an uonUl^mted 
king^ but to measure the fraction of a quali^-r? 
I^t thfe king 'hie moving freely on the second rank 
of his own* ^kection ; place the counter bishops* 
pawns forwM-d within theJext^it of two moves, 
§ither abreast, or on^ advanqed a square b^i^nd 
the other; and let the knights 'stand (ui. their fiiea 
obliquely in the rear of the :pawos. The iiae 
formed is np better than ^at presented byJi single 
rook:-:!. Which, distributed anaong' fbe ^ iooD^ 
federates, *vS4 for the pitwos; ,^,76 far the 
knights ^—'Fr, 12 for asinj^ i>awn; ^>SB:fiar a 
]qiight . T,be relation of ,88: to .the Bisfaop^s: proi 
portion; is cpiifiiriped ,by ' noticing, that' whesbL a 
l^^t ahd bisbop combine-to gi^6;mate, the fiusneF 
consumes eleven moves, tlj^ lutter no morectban 
nine. rWath respect to a comlmia^ion oitiidy of 
iiptiall pieceg.to circumscribe the adverse king, it 
wopld. consume too matiy mov^ : but when thcgr 
aid capital farces ^on this s|ervipe» their pai^t ia thei 
^onc^t win be proportipi|0d. to the results : 

The pawn ••••••••••••• ,12 

knight •••••••••••• ,38 

bishop ••••«• ••**** t^ 

rook •••••••• V •• • >75 

queen •••.•••.•... 1^4. 

, ^jp^ In Combination, the value of a. piece 
will soqpetimes participate in the valpe of tl)e 
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isapmmmth which it co6{»emtes. Thus ia -bishop 
nod ro^k^wifi against a rodk. When a ^iece 
t^n return support, the ^Ide o£ oi^ ray o^^actibn 
will be doubled. The jidalkdn of idiiiual suppdrt 
will occur, m proportion as a piece partakes the 
niode in which another acts. ^ T^hus the |kwn has^ 
a slender affinity with the ^bishop* and qn^en. Thq 
knight with lio other piec^; nor can a knight 
support a knighty when/ tile offi^siveaGlion of 
both is directed to the samel pobt : bot their niutual 
support for n^e defence is aot easily dissolved by 
a superior. The bishop combines well with the. 
pawn defensively; and witli<; the queen in ^ttackJ 
The rook with the:(^ebn;.'lEttid no^pke^ 
vgtixone'of its own class. : Tbe queen ^suppoi^ 
a^eiiiist khe king or queeb, tefiims support, entepi 
to:the kffightJt / •'- ;•''-'■•■ • - '- •' 

» The MATiNiG* PowiTft is fo be dph^idWjB^^ttef* 
with respect to a contested fiekiy or t6 th&t stia^' 
in which a remnant of i&Fce ^ ^acting against w 
single king. Unless the ; dbief object of attack -b^') 
impeded by his own m<^y 4t'requ&e& at le^t'^tiM^ 
cooperating pieces to give mate. The *'for<^^ 'ti& 
tiie cheek, in limiting the king's retteat, or dei^yibgi 
hkn any, depends upon the trnnhep^f-ic^niiguotiSi 
points which the rays of actioti can touchy -^taking^ 
the position of the chc^cked king as bnepoint,^ 
and counting every square in cont&ct which the' 
piece equally commands. The Queen's eminent 
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1^* INTjIOOUOTIO^ TO CHESS. 

9treiigth is ijybplayed as nkuch Id ^viAgimat^ ^& ui 
the field pf capture and riepri$aU To;eciabl(s Mjr 
other piece to ^SSi&A the decisive stn^i^ a greater 
pmober of facilities, 9n$iog either froiU the cOQpe« 
mlion of partisfins, m \ the obfitmctipQ of the 
adverse sking by.fais' owp piwes, must conspire in 
prOportioo. to (be assailani'a class. As the Kni^ 
eannot oheck ia con^aeit ^ so it is the oidy. piec# 
whi^h <aii give ^smotiiesred fMteu 

When. an unbttondediiiog is to be soated,. the 
Quera bai» a surplus^ of:powec. The Book ciBa 
give the sa.ine mate ksa» <Mpeiditiou8ly« .: It ipighl 
be expected that any. two. minor poeces .whaae 
coadded powers equaUed Jhe power of the. lUfeol: 
i^MH^ld ^sK)idecideth^'gai0ie against a sb^>kiDg, 
It remains to be mp\wi^% why two iKoig^ 
want something of the necessary forccu Any: 
defip^te quat^ty^ <rf )pc^er. divided between two 
pieqes, when ei^ert^d. fotj^fmce^ is mcMre: difficult 
\S ^y^copie thfip 4)e aaJpe ^quai^ty in aa indiyi- 
dji»tVl»Qcauiie twcidisti(icit> points may;be ^ported. 
Tif^M^i^nQs^ the advfiDtaga is inverlfed;; becausa 
tbe attmekingtforcey united an one piecf^y ib .trab6^< 
ported in. h^f the number, iof m^ves, so ttiat thei 
fiss{ti}ed has; lei^ time -to; manceuvre lor escape. 
Another ^eaaoo is> that: when the board, is quite 
qpen, t^ knight s vajaldog motion is a diminiBhed 
bene^t; for .which one sixth of its original value 
ijqay be d^ucted* 
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. v^:^ It appears from a )^tM^lioQ submHtfd, w 4 
proUetn*, to 'LdXf^i jby hjb» leam^ fri^4 T^^ 
HUFFi/ Pn^sspK pf Phiiqs^y, M^cij|6(, .Itod 
tl^ BilAyss Let^res at Bologpa, that two I^tMg^ 
can give mate, — provided the king confidei^vtil 
defence h^ve a pawn, whjcb. the stroqger party 
can manage, or n^ay negl^t, whil^ preparng fq 
mate. The pawn piisst be' at liberty wl^ncver.iu 
king.canni^t moTej and ill ipus): qot be requisite 
to take it 4p pr^venit it cfrori queeni|ig. Otl eryi(ise 
the knights cannot pi^ssvith thei^" chief ^n th^ 
enemy so as to win, but ma/ easily give a stijlej^ 

To mate the king, as his position be in the angle^ 
or at the margin, or in the area, of the board, — 

WHILE HIS SEAT IS BATTERED, three OT ^V€, 

or leight c0ntigqous polntf.jitfiist bje Bje^ofcski^I or 
co^MAifDEp. No 3ingb:i»ece can atttek the 
king, and command every point in faia /ttanffib 
Hence the mjiting property . ia a combination of 
the powers of Transitive. Attack and Range of 
Action, exerted by, two, pieces jor ocv>re. To mate 
alone is not a property,. but. an accid^nt^ 



^ IX. Comolidateii Scaks. 

The powers ^hich hfiye. beteo ^Qparajely fiHiod) 

&>r each piece,, require tp be §^cj|ed tQgeitbef, 93 tibey 

^result urider the titles -r- III. Qenerml rangt qfao 

* In the Work abov^ quoted^ p. 3S|S. 
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iicn-'^W: GtnepalfacilUy ^firamit — V'. P^w- 
tt 6f4ramtvoe ^atiatk-^ VI. DUiodging facuUyi 
'^ VH. 'Extra- poiiat^ of support ^ including the 
ciwerikg value of the pawn — VIII. Circum^ 



in. ' 

IV. 

V. 

VI. 

vir. 

VIU; 



Tavm. 

2, 
1, 

2,. 

.82 

«;),32 

K .16. . 
,12 


Knig]tt. ' 

' 5,25 
4,92,. 
6,01 
2,83 
,28^ 


1 , 
Bishop. 

7,3 

7fi3 
• 6.47 
" 1,05 
■ yr^ii ' 


sink. 

10,52' 
94)6 ' 

11. 
2,9 


Queen. 

.17,18 
16,59 
23,9 
4,74 


,38 • 


,44 


>7i ■ 


1,4 


6,42 


19,62 


22,49 


35,18 


63,81 , 



First Consolidated' Scale. 

. K4ibe totals just obtained, be divided by 2,805/ 
thie sealewill have a, common relation to the capa-^ 
ctty of the field. - 

; Pawn..-.-- 

' knight 

bishop ••i*-- 
rook -i ..... 



queen • 



; S,29V 

ia,5 

22,75. 



The capacity of the 'field is 64. ^ The forces 
ori^niedly on the boi«-d, amount to 190,14. C6n- 
sequentlyj >while they remain entire, the two parties 
afctin a i^ace riot-exceeding one third of the range* 
of the vi^hole. This most represses the capital 
pieces. jt Till the two sets are attenuated by 
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exchanges V to ip6| tjho; K^^ght wUl. have a eoni- 
parative power slightly , ie^c^ing th^t in thie 
tables. J.. . .. ^ . . ■ - 

SeCONI) CON'Sbr.IDATED SCALX. * 

I • . . i • •' ' ' i 

^ It mYL simplify the. propovtiods, to use the 
^quaatity pf the paiyti ,aa^a QOimnon divisor, thua 
^making the smallest sum^ a^ unit 

i Pawn r*** 1, 

. knight 3,05 

b^shpp •••••.. •-•3,5 

rpok; -5,48 

queen* 9,94. . 

^^ The rook's pawn is commonly worth no 
more than ,67. The value of any pawn ik^ay be 
much augmented by facilities for its profnoiJon; 
and it tnay. be diminished by isolation, and by 
being doubled pn another pawn, as has been 
particularly stated in title VII, 6. 

As ^ the- knight and* bishop are indifferently 
exchanged by the best players, the slight general 
superiority which has come Out for the compara- 
tive value of the bishop, may appear to controvert 
experience. How shall, we reconcile the theory 
with the practice ? A solution is - foilnd in the 
simple worth of a move. A knight can seldom 
attack a bishop without making at least two 
moves: — Now if the bishop have made but 
one^ <should an exchange su^ceedi, the dif&rence 
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110 INtROBUCtlOK to CAESS. 

-in talue taken has ctid a itaove. Adverting to 
4be seunei^^kpense to s^e this difference in valitt, 
— Unless the bishop be wanted for a specific pnf- 
pose which, can be effected in a new ppsitiony it is 
rarely expedient to withdraw it from the attack of 
a knight, ei^pecially if the assailed be already sup- 
ported* On the contfary, if a bishop travel ih 
pursuit of exchange wilh a knight, so that the 
balance of a move * is' against the player, it is 
generally attended with some detriment. A move 
is invaluable in a decisive position ; but the worth 
of a move is not easily measured' prior to any other 
advantage. The difference between a knight and a 
bishop, is nearly half a pawn ; and practice indi- 
catei^ this to be the worth of ^ move. J^ 

One oi the Italian masters has framed a com- 
parison between the J^night and Bishop, which has 
the curious form of a per contrd account 

ComparijBton of tbt f&nir^t anu IBitiffOp; 

. Instituted by Caarbra, Hb. vi. t^» 2. 

'^ Th£ Kni^ts and the Bishops have no intrihsic difference 
*• of power; whatever they may seem to have is occasioned 
" either by the state of tb^ gfii9^y or by the partiality of the 
<* phtyer, or by his soperior dexterity in managing one better | 

*^ than the other; — because the one is exchanged for the other 
*' without gain or loss. As, however* some will have the , 
** Knight to be of more value, and tome the Bishop, it may ^ 

^ not displease to specify those peculiar faculties of the Knight 
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^* for whiqb it is preferred to the Bishop, as well as those ia 

*• which the Bishop surpasses the Knight." 

The points of comparmn are drawn after Carrera; but 

. the arrangement t • altered^ to bring qualities or defects of 

tie 4ame class in direct contrasts The Comments and 

Articles within crptchefs are added by the Author or 

THE lKTR0i>UGTIO:V. , 



1. The Knight yaults over any 
piece ; a license given . to 
no other. {Uke the curved 
jrange of a bomb^h^U, it 
strikes only where it/allsJ] ^ 



f . To the Knighfs check no 
piece can be interposed; 
.which is a great disturb- 
ance to the King, who must 
remove when he has not a 
guard in a position to take 
' the Knight. /_ 

3. The Knight's move is such 
that there is no reciprocity 
of action in any other piece 
—to prevent his attack, or 
to keep him en prise when 
. kfl has attacked. ^ 



1 » [The Bishop^s rays of action 
. do not terminate at one un- 
varied distance, but may 
operate on several points 
within tbe extreme one. — 
See abovcy p. 82. It is the 

Knight's VAULTING MO- 
TION THAT ENABLES XBB 
. KiNa TO OO IN CONTACT 
WITH HIM ON EVERT 

BIDE, (y every peculiar 
power of the Knight, the 
inverse effect seems to be 
a correspondent weakness. 
Compare art. 2 and 3.] /. 

2k An attack by discovery can 
be made from the Bishop. 
[This is an inverse power to 
2. col. opposite ; for as the 
. Knight's check cannot be 
covered, so it cannot sur- 
prise BT DISCOVERY.] ^ 

3. [The Bishop* s move is such 
that there is no reciprocity 
of action in the Knight — to 
prevent, &c. The wholb 
* of the opposite article may 
be retorted against tht 
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4 The Knight can go alter- 
nately from a white to a 
black checquer ; which is 
of great advantage in pur- 
suing or takfng the pawns, 
or for other services. It is 
<of n'.ost avail against a sta- 
tionary object — ^as an ene> 
my blocked by another 
piece, or a house on which 
a pawn may queen. /. 
5. The Knight,in many houses^ 
can, at a single check, assail 
six and even eight adversa- 
ries ; as the king, the queen, 
two rooks, a bishop, and 
two or three pawns. [Here 
is a deal of overstatement. 
The Knight cannot possibly 
attack more than seven pieces 
at once^ were they all stand" 
ing ready to be attacked; for 
the square must be vacant by 
which he enters the drcle* 
Tried over the whole board, 
the possible maximum • is 
4,94.] 2 

6, In intricate games, the 



Knight; for no piece in 
attacking it requires sup- 
port, or goes en prise with 
it. The advantage of" a 
want of reciprocity must 
rest with the piece of most 
extensive range.] /_ 

4. The Bishop's step is bounded 
only by the board; hence 
he can strike a distant ob- 
ject which a Krtight nrnst 
- consume several moves in 
approaching, /. 



[The number of enemies oa 
which the Bishop's action 
can diverge^ supposing one 
vacant ray, is 2,21 ; which 
multiplied by the length of 
one ray, is worth 5,190 ^ 



6. Whenever the Knight is on 
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Knight can enter and break 
the adverse position with 
l^^K^^fSsct than the Bishop. 
[QuktigrahtUous.} 



4r^ XliQ.two.KBi^ CM jnu- 
' tiiaUgr\giiard each otbgr. Z 



i5# When itbe Jpog js. choked 
• by the ^uei^n from: <a point 
-two Sj^inares dislaiit in . any 
direction, — if the Knight 
cover on the intervening 
square, the king cannot 
be checked at the follow- 
ing move. [Sometimes the 
checked party wants only 
a respite from check for 
one move to win the game ; 
when the interposition de- 
scribed would be of qapital 
fivail. It would also be 
.well resorted to in coiMend- 
. ) Me ^^ ^'^^ minor pieces 

' ^SBa^^i the queen :.; but 

ttDfdpr ordinary cii;cum- 

I 



any house touching . the 
margin of the board, and 
the Bishop stands upon, 
pr can be played to the 
fourth square from such 
hquse in a right lin^, — 
the Bishop can confine the 
Knight, and prevent its 
egHess, until the king, or 
some other piece, arrive to 
take it — See abaoe, p. 100. 

l> 

.7.. The two Bjshops, acting 

together, can send out one 

line impassable by the 

.8; The Bishop, in covering the 
kifig from a 4ifigQ!i^al attack, 
boMi defends find o£knds.Z. 
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' >• stftBcedy the Knight is not 

' a good cdvering piece.] Z. 

9. Tlie Knighc left at last 
with a rook^s pawn wins 
the game* The same 

' - thing cainnot be done by 
a Bishbp nbt commanding 
the angle where the pawn 
aspires to queen. Z. 



Ip. The Knight alone can 
give a ^moihared mate* L 



IK At the end of the game, 
the Knight is more' useful 
than the Bishop. [If parti- 
cular positions be compared, 
this is not true even of the 
majority; and as a general 
rule, it is altogether an in- 
version of the true case. — 
See next column, art. 13, 
14, 15, and others in 
Practical Balakcx of 
PowBRs.] 



9. The king can sou etimes 
queen the rook's pawn 
against the Knight; (the 
adverse king not being at 
hand to oppose the pawn, 
or to support the Knight 
in a position to intercept 
it;) — NEVER against the 
Bishop. L 

10. [The Bishop can ^ve the 
cpenthtnt-rayedGV^imckctio 

. mete. -—See Fou^b £s* 
SAT, Variation, No. 3.] jL 

1 1 . The Bishop combines with 
' a pawn so as to give and 

' yeceive mutual stipport ; 
and with a queeii. 



12.- Conceive a Bishop ma* 
.noButring ' with a Pawn 

• Bgiiihsf a Rooki -If the 
pawn be at adverse rook's 
3d, and the ro6k kt its 2d 
attacking it,— ^the bishop 
can, by supporting the 
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pawn, ^ imj^nson the rook. 

: ' : , ; If the pawn be advanced 

. . anqther square, and the 

' . . rook stand on its own seat, 

" '^ ' a bishop running on a diff- 

ferent colour fronar the last, 
\.) ,..:.-, . can dp ^<Q i|ame, ,00003. 

-^ > /!; . . , 13. Both the BHhops, united 

; . ^ vith the king, give check- 

mate to the king mIus, 
Vhich both the Knights 
cannot do. [See above, 

tit, VIII. MATING POWER, 

p. 107.] --» 

14. A Bishop and Roc^ give 
mate against a Rook, x^ 

15. Two Bishops can make a 
drawn game against the 
queen: — and two Knights 
uniformly lose. "^•^ 

Now the account is closed^ it is not easy to 
strike the balance : many of the items relate to 
extraordinary positions ; or, if the case described 
is cpmmon, its occurrence depends on remote 
chances; the excellence or defect, which reverses 
its character with the rare occasion, is no measure 
of common force : but all these items are useful 
MEMORANDA for direction in particular situations. 

I suppose that the articles marked " Z " may be 
set off against each other. As to the rest, it will 
require some partiality to the Knight, to assume. 
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116 INTltDPVOTION TO CHESS. 

intti 'CA^ViiclBfk^Ai that there is no preponderance. 
Of the tfii^ee last It^tns to the credit of the Bishop, 
only one should be counted in casting the total; 
for it is the. same; d^ee of greater force shewn ia 
.thlre6wa^;.'.: ; :. • . 

* Let il» fiftm^' tskmmne some other statements of 

'4tkiGe^esitiMt3oA ^by pf^eceding authors, which, col- 

li^dted, will etiAyrkte all the pieces on the board, 

ah^ particularlfy ffae varieties of surplus force often 

remaining at; th^ end of a game. 
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Jptficti^I iB^Iance of ]potnet0. 



Th|& power of the Rook is greater according to 
th^ preoedmg Scale, in respect to th^ Knight q,nd 
Bishops than by the estiip^te commonly adopted by 
chess-players ; and yet this incre^ed valuation is 
coniriv^ |t)y Ae Obseevatiou? stated belovr, 
after/ I^H) uqd^r In4€cwv(^ ^mj Decisive VUh 
paritm, 17. 2p. i^. ^5. Jhe tentji observation, 
,bit»v P^i#r, vfi^y Bi^m fit first to \^p fit variance 
vitb i<; l^ut tb^l np les,s: tpnds to cppol^r^tp it; 
becwsfi tbp 3ishpp there pives its lyinning power 
to combination with the Roolc. 

It might be thought thi^ the coiqparalive pqwers 
of the pieces could be mo^ c^rt^inly mee^y^f^ by 
practical experiments on the bpard, th^ by a 
tbieoretical calculation: but s^ch try^^ afford of 
tb^nselves merely empyrical grounds fpr ai^y 
specific measureipent of force, jthou^ the t\fO 
mc^thpds are use&il in correcting ea^Jbi oj:her, and 
SMpj^ying deficieqcie^r 

Jieocie the Qgvoio^ of seveqd celebrated p^sl^, 
wko hfve built th^ir cp.lculations resp€;cti^ ti^e 
y^e^ qf %he pifices pnly on practical experimecM;?, 
4o notf on sgn^ pQmts, eoen approfimftis ; and in 
a i^v caf^ where there is fl mtfdftejifce in the 
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conclusion^ the grounds assigned for it are 
repugnant. 

I. LoLLi says, p. 9.55] [Cap. XXV. Observa- 
tions on the Ordinary Power of the Pieces,] " A 
" Bishop or a Knight ought not to be given for 
" three PawnSj when the loss of the pawns is not 
" attended with some other disadvantage to the 
" enemy; as to be deprived of castling — to have 
" a pawn doubled, or isolated, &c." 

Philidor says, Cunningham Gambit^ note (b\ 
" If he did not sacrifice his Bishops you would 
" certainly win; hut losing that fov three Pawns, 
" he must conquer by the superiority of his pawns, 
" provided he does not inconsiderately pu6h thfem 
" without disposing his pieces for their support.'' 

II. LoLLi, in the place cited, gives, among 
others, this maxim : " A Rook for a Bishop and 
" two Pawns; or a Rook for a Knight and two 
" Pawns, may be counted an indifferent-exchange." 
Which seems to agree with Philidor's 14th and 
15th Observations below : but when we turn to 
p. 316, note (d), to which Loi^li refers us, for the 
reasons on which he founds this canon, we get into 
the Treatise of the Anonymous Modenese, and 
his deductions from it. The divergency' from 
Philidor respecting the value of the Pawns is 
striking. ^* The exchange of two Minor Pieces 
" for one Rook and two Pawns, as well as that of 
" one Minor Pvecei and two Paztms for one R^ok, 
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PRACTICAL BALANCS OF POWERS. 11^ 

'^ may be esteemed an indifferent exchange : from 
'^ which it results, that the Rook comes to^ be 
'' Talued fpr sh PawnSy and each oi the Minor 
" Pieces for four; whence it is clear, that the- 
** exchange of two Minor Pieces for .one Rpok 
*^ ought not to be made*. Hence, likewisci it is 
" that.the exchange of the Queen for two Rook^ 
*^ and a Pawn is reckoned by authors to be equal, 
'^ and that the power of the Queen is inferred, to 
" be that of thirteen Pawns'^. M this ha& 
^' respect to the beginning and middle of the 
^' game; because towards the end, the force of 
^' some pieces is augmented, and of others dimi^ 
" nished, as the Anonymous has noticed in his 
" Observations, cap. xxv. sect. 1. adjinem; so 
^' that this rule will be liable to some exception. 
^' In fact the two Rooks ought to be valued fop 
^^ three Minor Pieces^ or equivalent with twefoe 
^^ jPown^^:]: : ; but if these ^reprisals happen near the 
'^ e^d of the game, when the Rooks will have 
^' acquired more force, and; any three Minor 
'^ Pieces must hfive^ less, the addition of. a 
** Pawn, or. other slight advantage, ought to.be 

* Biifespectiog tlris' there, is no dispute;. aJl agree tbata rook 
is Bot, worth two knights ; but the Scalx ov. Powers makes 
the difference of value but half as much as Lolli. 

t 'the Scale of Powers rates the force of the Queen but 
astent'awns. 

' X The Scale ot Powers makes two rooh equal to fhren 
pawn*; ami two bUhipi and U knight to ten. pawns. . '. * 
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•* thrown in mth them, to equalize the ebta- 
^ mutation. \ For the same reason, the CiueeH 
^ may be exchanged for ttvo Rooks only at the 
* tod of the game." The qualifying remark 
referred to in the quotation just finished is to 
this effect: " Experience proves that it is the 
" property of some pieces to diminish in force 
^' towards the end, as the Queen and the Knighi^ 
" —-and of others, to augment, as the Rook and the 
'* Pawn. For though at the commencement the 
'' Queen is greater than two Rooks, towards the 
'* close she becomes the reverse; and though at 
^^ first three pawns do not compensate for a piece, 
" not for the lowest, in the last stage two orfy are 
" wont to be equivalent/* 

Carreba, lib. ii. cap. 6. has a remark that 
will illustrate the last. '^ Moreover, neither the 
'^ Knight, ilor the Bishop, ought to h6 e^changeii 
" for tivo pawMy nor eVen for thfet, without 
** necessity, or without the expectation 6( a com- 
" petent advantage : but in onfe sole case, the 
•• barter of the Knight^ or as well of the Bishop, 
^ ought to be negociated for twopawtUf on^} and 
^^ that is, supposing each King to be left at the end 
^ of the game with a Minor Pit^e and two Pitums^ 
" he that can commute his knight, or bishop, for 
" the two opposite pawns, may expect to queen 
" one of his own pawns, and is at least secure 
V from losing; while the other's solitary piece can 
*' have no higher aim than to avoid defeiat" 
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PHILIDOR'S 
OBSERVATIONS 

OV 

THE POWERS OF PIECES 
Sit t^t (Bnh of a (Bmxu 

[Transposed from Analysis, following the Chapter " D^culi 
Mates and Ends of Parties:' The Initials « D. Mr refer 
to that Chapter.] _ 

1 • A siiTGLB PAWK caDiiot i/viiiy if the advene king be so placed 
in opposition to it, as to exclude the king supporting the pawn 
from moving in its van. See General Maxims, S. 31* 

2. Two paams against one must win, in almost all cases : but be 

that has the two pawns, must avoid changing one of them 
with the adversary's pawn, except to gain the position. 

3. A pawn and o^^ P^^ whatsoever must win in all cases — a 

pawn on a rook's file, co-operating with a ^bishop whofe 
diagonal is of a dtfierent colour from the square at iwhidi 
the pawn must make a queen, only excepted. [And this 
exception only operates when the adverse king is in pos- 
session of the master square,] 

4. Two knights by themselves tcannot mate. [Uotess as 
above, p. 1O70 

5. Two bishops by themselves may mate. 

6. A knight and a bishop may mate, [D. M. ii.] 

7« A rook against a knight, makes a drawn game. {Provided 
the Knight be near his King to cover those checks of the 
Hook, which would else be mate.] 

8. A ro0k against a bishop, makes a drawn game. 

9. A rook and a knight against a rooAr, make a drawn game. 

10. A rook and a bishop against a rook, win. [D. M. i.] 

11. A rook and a bishop against a queen, make a drawn game. 
12* A rook and a knight against a queen, make a drawn game. 
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122 POWERS OF PIECES COMBINED. 

13' A queen against a bishop and a knight, may win. 

14. ^ rook against a bishop and two pawns, makes a drawn 

game. 
15' A rook against one knight and two pawns, makes a drawn 

game ; because in this, as in the last case, be who has the 

rook cannot be hindered from sacrificing it for the two 

pawns. [Supposing the two pawns to be assailable by 

the adverse king as well as the rook.] 
l6*. A queen, against one rook and two pawns, makes a drawn 

game. 

OBSERVATIONS FROM THE MODENESE', 
INDECISIVE DISPARITIES. 

17. A rook draws the game ag^nst two knights and a bishop. 

18. Two knights or ja bishop and a knight, draw the game 
against a rook and a bishop* 

'i|9> Two bishops draw the game . against the queen, provided 
f their king be in an angle, and they cover and rest upon him. 
S0« Two rooks draw the game against the queen md a bishop. 

DECISIVE DISPARITIES. 
tl^ Arookyrhs. [D.M.iii.] 
123. The queen wins against a rook. [D. M. it.] 
25. The queen vjins against two knights, or against a knight and a 
bishop, 

24. Two rooks win against two knights, or against a knight and 
a bishop, or against two bishops. 

25. Two rooks with a bishop, or with a knight, wjn against the 
queen. 

Many of" these, like mere general rules, are liable 
to exception, when there is some distinct advantage 
or disadvantage arising from position* 

The maxims 1, 5, 6, 21, are particular rules,, 
and liable to no exception. 

• I l^ave selected,, only, ^^ch as may conae in by way of 
supplement to Pbilidyr's, avoiding repetitions.. 
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The remaining Models in the Introduction are 
from Italian and other Masters, whose Names 
are subjoined. The Notes are partly derived 
from GiAMBATisTA LoLLi, and partly sup- 
plied by the Writer of the Introduction. , 
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1S4 INTRODUCTION TO CHESS. 

From LoLLi, p. 140. 
1. 
W. King's pawn two squares- 
Error in the Defence. 

1. — — Q. kn. pawn 1 sq. 

,2. Q. pawn 2 sq. Q. bp. to Qk2. 

3. K. bishop to Q3. Q. knight to Qb3. (a) 

4. Q. bishop to K3. K. kn. pawn 1 sq. 

5. K. b. pawn 2 sq. K. bishop to kn. 2d. 

6. K, ku^ght to b3. The same. 

7. Q' b. pawn 2 squares. Castles. 

8. Q. knight to b3. . 

White should castle on the queen's side ; and, by advancing 
the pawns on &e other wing, he will have a safe game, and a 
good attadc. 



No. IL 

Variation on the Third Mofoe of the Black. 

3. ■ K. b. pawn 2 squares. 

White should answer this move by pushing JST. h» pawn one 
square. Although it may deceive a bad player to take with the 
K. pawn, yet should Black, instead of playing as in No. 3, 
adopt the sixth counter-move in this example, he will have the 
better game. 

4. K. pawn takes pawn. Q. bbbop takes K. kn. p. 
(a) In No. 2, K. b. pawn 2 equoMs. 
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5. Queen gives check. K. kn. pawn interposes. 
. €. K.^wntgjcespawn. K. bishop to Kk2. (6) r 
7i K. p, takes r. p. Kin^tOB. 
discmg. chk. 

8. Queen to adv. Kk3, Q. bishop takes rook. 

9. Pawn takes knjgbt, The rook takes the new- 

MAKiNG A RooK*^ maderook, _ . 
and checking. , , 

to. K> knight to r3. Queen; to TC. 

Black has ob^inod a rpok for a knight and a pawa. . 



Ne^. III. 

Played /rem No. 9* 

6, -^ K. knight to Kb». 

7. K. p.takesr.p4J»c^, Kiught tekses queen. 

chk. 
$. K, lAshap gives chkmatt. 

LoLLi derives this branch of the game from Greco. 

(5) In No. 3, K. knight to K. hishop^t $d. 

* Facendone un rocco. Lolli. The rule laid down by this 
able master is, that the queen will not admit a companion in 
the field. 
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136 INTRODUCTION TO CHESS. 

Sim (Bums, 

LoLLi, p. 141, quotes Salyio for this E^antpte: 
it is also in Gu^co. ^ - 

W. King's pawn two squares. 

Error in the Defence. 
1. — " '- — K. pawn 1 sq.* 

2. Q. pawn 2 squares, Q. b. pawn 1 sqf. 

3. K. bishop to Q3. ' K. bishop to Ks. (a) 

4. K. knight to b3. The same. ' 

5. K.r. pawn 2 squares. Castles. 

6. K. pawn 1 sq. K. knight to Q4. 

7. K. bp. takes r. p. King takes bishop. 

8. K.knight^iVe^y c'A^cA:. King to kn. sq. (b.) 

9. Q\ieGu.toad%),Kn4h K. bishop takes knight. 

10. K.r. p. takes bishop*. K; b,.pawn5!§q, /^ ,., ,; 

1 1. Doubled pawn 1 sq. .:\ ) " 

Black queen may protcftctJihe.<mate/()|ie ;tutB^ Hb/lsi^^^ 
ficing herself. Greco has been follow£d after the fifth ipove, 
because he castles as in England. 

* Though bad under these circumstances, thisi counter-step 
is generally necessary when the defence has given K, b, pcem 
as odds to an inferior player. 

(a) Greco makes this bishop check first, and on the white 
pawn interposing, brings him back here. 

(Jf) If the bishop now take the knight, the king, on the dis- 
covered check, may go to his knight's 3d. He would be mated 
at the 13th move, in the centre of the board. 
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SIXTH ESSAY- 127 

Gomitoqf Daui Alii o from Lolli^ p. 345. , 

' '. • .' • 1. .^- : : •: 

. W. King s pawn two squares. : :> •: 
B. The same. . • . ^ 

2« ....'. Ill 

1 W. K. knight to his bishpp's 3d. , , . 

Error in ike, Dtfe^. *.i> / . 

J. : — K; b. pawn I sq. ♦ '/ • 1 

3. K. knight takes pawn. Queen to K2. (a) /> ' 

4. Knt. returns to b3. Queen takes pa^wn, chg. 
S.K. bishop interposies..: >• 

White has a superior situation. 



No. II. 

Played from Tjioitr. 



3. K. b. pawn takes knight 

4. Queen gvocs check. K. kn. pawn interposes, (b) 

* A weak inoTe; and to support the king's pawn thus, is 
mostly a perfidious expedient. However, the same move, 
owing to a different relation, is good in the Queen's Gambit, 
and in one or two other cases to be discriminated by the prac- 
tised player, 
(a) In Variation, No. 2, the bishop's paam takes the knight, 
(6) In Variation; No. 3. King to his second square. 
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1S8 INTROXrUCTlOK Xa CHESS. 

5. Queen takesK.pawn^ Queea interposes. 

chg. 

6. Queen takes rook. K. knight to B9i {e) 

7. Q. pawn 2 squares. Queen takes pawn, chg. 

8. Q. bishop interposes. K. knight to adv. kn. 4. 

The Author of the Introduction has supplied the remain-^ 
ing moves. 

9. Q. knight to b3. Queen takes Q. b. pawi]!, 

10. Q. knight to tfifo.Q4. K. knight takes bishop. 

11. Queen gives check. King to Q. 

18. Queen to adv. Kk4, ELing returns to his sq. 
chg. / 

)^ 13. Queen takes knight^ King to Q^ #r )iA. 
chg. 
14. Q. rook to Qb. 

In the following Variations, all the contest lies in one angle 
or comer. Hence the term Gomto. 



No, III. 

Played from No. 2. 

4. King to his 2d. sq. 

5. Queen takesK.pawn, King to b2. 
<^hg. . . 

(c) If, instead, his %\xeevi takes the pawn checkingi your kinp; 
retires to the queen's square. 

4 



Digitized by 



Google 



SIXTH E98AT* 1S9 



^.-Ku\Mh0^it}es Chech Q. pawn interposes, (a) 
7« K.bishop takes pawn, King to kb^ 9>. 



8. K. r. pawn 3 aq. K. bishop to Q3. 
9- K. r. pawn checks. King to e3. 

10. Q^ paWn S sq. dis- K. kn. pawn interposes; 

covg. chk. 

1 1. The queen takes the rook, in Gr£:co ; because 
his attack was controlled b^ 'the different law 
on ah dbementary point which prevailed in Cala- 
bria, But where pawns are alloived to take m 
passing, the rook's pawn shdukl tafte^ discover- 
ing double check, and mate ..wilLHbe ^given in 
two m<^yj^4. t,. ..: • , •..■.• ,:v-> .; .c .;« .*)• 



.'.\\i 



No. IV. 

6. ■' ' ' King to kn. 8. 

7. Queen to ado. Kb4, King to aS. 

chg.^ 

(a) The conclusioii is supplied from Greco. Without pur- 
suing this ttepy LoLLi recommends it as a better defence than 
that in No. 4. But to nwoe the long rather protracts his 
defeat. 

♦ Rui Loipsz, a Spanish Writer, wins, by playing, instead, 
the JST. r.pawn t squares. But Lolli shews Damiano^s method 
lo be more simple and expeditious. 

K 
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130 INTRODUCTION TO CHESS. 

8^ Q. pawn S sq. dis- K. kn. pawn interposes.' 

covg. ehk. 
9. K. r. pawn 2 sq. Queen to K2. (n) 

10. K.bishop takes pawn, King to kn. 2. 

chg. 

1 1. JKsbop takes queen. Bishop takes bishops 

12. Queon chks. at adv. King removes. 

KbS. 

13. K. kn. pawn 2 sq. Q. pawn 2 sq. 

14. K. kn. pawn checks. K. bishop takes it * 
' is. K. r. p. takes bishop, King takes pawn. 

gmng and dis- 
caog. chk. 

16. K. rook checks at King to adfo. kn. 4. 
ado.Ai. 

\7.1li.\mhoi^gvoes check- 
mate. 

(a) Iff instead, he ppsh the Q. pawn.S^ squares, you play the 
queen to adverse K. bishop's 2d. 
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From the Anonymous Mod£N£S£, Zo/^^p^ 864. 

Tie Black m&oingfint. 

B. The king's pawn two squares. 
W. The same. 

. Bl; JK. knight to the bishop's 3d. r 

W. Q. KNIGHT TO THE BISHOP's Sd.* 

• ..M-.- 3. 
B. K. bishop to Q. bishop's 4th. . 
W. The same. 

'-; -■• : . 4.. . . ^ ^.. 

B. Q. b^pawp 1 square. 
W. K. knight ix) tb? bishop's 3d. 

* LoLLi's book confaiiis a Practical Treatisi qf Drfemx 
against the Adoaintage <^ the Move, hif' ^ejAistovYuovs 
MoDZ)i]^d%. 'Thcsb mtttters term a party Aoi opened and 
defended, describing the first tbree moTes, the jitono game. 

At the second counter-move the following question demands 
an answer r— -^^ When die kin^s pawn is attacked by the ad- 
** verse knight,-*shoulcl it be sfustained by the queen's pawn, 
** or by the queen's .knight ;. or, leaving it exposed, should the 
^ king^s bishop's pawn be moved two squares?*' PHiLinoii 
replies : " By the Q. pawn." See his Third Party, First Back 
Game, Corrected Variation. Lolli, and the Angkymovs 
MoDEVESX, answer: " By the Q. knight" See the present 
example,^ Grxco appears to rely on the counter-attack, 
" King^s bishop's pawn two^ squares•^^ See" the Eighth 
Ei$ay. ■; 
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5.... ... 

B. Q. Dawn 2 squares! ' ' ' 

' • ■■■C"'''" •■'■• 

B. The Q. b. pawn 'takes the pawn. 
W. The K. bishop giv^ 'Check. - ' '^ • I 

7. • ■ ■■ "^ ■^' ' 

B. The Q. bishop interposes. 
W The bishop takds ttie bishop, cfcecA%. 

B. The Q. knight takes the bishop. 
W. Q. pa:wn 2 squaral ' ' ' '^ 

9. - •■ • -^^ 
B. The K. pawn takes the pawn, (a) 
W. The K. knight takes (he pami.' »i 

w. ' ■ ■ •'■■•' 

. ;, p. The queen to J^er knight's 3d.^ ,^ j ^ ^ 

•W. Q. tonght to the^king's,2^., >. ''v^/ / 
Tke Moi»i»B» proiwimca* tfu* to be » equ^Jgune- 

\ ,;,,•;';;;;■■•:.• No:;!!/; v, _•■ ''. 

COMPETING y^sIW^WONi 

' /s." ■■ • 

B. !t. pawn I square. 

W, The Q: pawn takes the bishop. ' 

lo:' .„.. 
B. The K. pawn takes the knighL 

W. The queen takes the K. pawn. 

^ In the Back Game, K. paam 1 tfuare. 
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11. 

B. The queen checks^ at her king's second. 
W. The queen interposes, at her king's 2d. 
[LoLLi is a correct player; yet no move should be adbpted 
from him without circumspecttou, ^ it may depend on his 
form of castling. Thus he directs the queen's bishop to cover, 
which would be immediately forced on an English board.] 

1«. 
B. The queen takes the queen, checking. 
W. The knight takes the queen. [The Kino 
TAKES in VariatiGn ; which seenos better.] 
13. 
B. The Q. knight takes the pawn. 
The itolaied pawn is perhaps rather more than compen- 
sated by the forwardness of the pieces : but there is no mkteriai 
inequality. 

VARIATION. 

12. 
W. The king takes the queen. 

13. 
B. The Q. knight takes the pawn. 
W. Q. bishop to adverse K. knight's 4th. 

14. 
B. K.knight to adverse king's 4th. 
W. The knight takes the pawn, 

15. 
B. The K. knight takes the bishop. 
W. Knight checks, and takes Q. rook. 

Circumstances are favourable for trying the strength €f 
a rook and a pawn against txoo kmghts; 
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From Greco. 
The Black mwmg Jirti* 

B. King's pawfiS squares. 
.W. The same. 

2. 
B. K. knight to bis bi^hc^'s 3d. 
W. K. b. pawn 2 squares*. 

Error in the Attack. 

3. If. knight takes p. (a) Queen to K2.^^^J^^/^ 

4. The queen give^cAecA. K. kn. pawn interpoises. 

5. K. knight takes kn. Queen takes pawn, chg. 

pawn. 

6. K.bishopinterposes(A) K. knight to b3. 

7. Queen to Kb4. Queen takes K. kn. pawn. 

* If all the subsequent moves could be relied on as correct^ 
this example would prove, that there is a second valid defence, 
and that the attack is not safe. But the Author of the Intro- 
duction is inclined to think, that this ingenious game must not 
be received as a guide, although it well deserves to be examined. 
He has subjoined the sketch of a Variation. The double *co* 
lumn should perhaps commence with the second counter- 
move, as indicating a fallacious course. 

(a) In the second Back Game, from G&eco, the K.pawn 
TAKES, which is the right step. 

{b) In the first Back Game, Kif^g to queen's square. 
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EIGHTH ESSAY. 135 

8. Knight takes rook. Queen takes rook, chg. 

9* K. bishop interposes. . Queen gives check. 

10. Queen takes queen. K. b. pawn takes queen. 

U.K. bishop to Qb4. Q. pawn 2 squares. 

1 2. K. bishop to Qk3. K. bishop to kn. S ; must 

: win a.piece. 



FIRST BACK GAME, 

On the Sixth Maoe of the Black. . ^ 
6. King .to Q. ; K. knight to b*.- 

?• Queen to Kr4J ^ K. n pawn takes kmghL 
8^ Queen takes rook. K. knight ton^v. kd. 4.: 
9. Queen returns to Kr4. Knight to adv. ,KS. cbg. 
10. Q. pawn takei knight. Queen tiJces queen. 



SECOND BACK GAME, 

Tiayedfrcm Leader. 



B. The K. pawn takes the pawn. 
W. K. pawn 1 square. 

4. 
B. K. knight to adoerse king's 4th. 
W. K. knight to the bishop's 3d. 

5. 
B. K. kn. pawn S squares. 
W. Q. pawn 1 square. 
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. / . 6. ^ • • '^ 

B. K. knight to Q. bbhop's 4th. 
W. Q. kn^ pawn 2 squares. 
• . 7. • 

. B. K. knight to Q. rook's ^d. 
W. Q. r. pawn 1 square. 

Error in the Attack* 

8. K. bishop to the knight's 2d. 

[First Player should substitute K. xk. pawn 1 square^ 
aAmSketchtfaVarMon.] 

'^ Q* pawn 1 square* 

9« Q. pawn 1 square. Q. bishop to kn. 2/ -f 
10* Q. pawn takes pawn. Knight takes Q. pawqi. 

11. K. r. pawn 1 square. 'Q. pawn 1 square. 

12. Q. knight to Q2. K. bishop to ado. QK4b 
IS. Q. b. pawn 1 square. Pawn takes pawn. 

14. Q. knight takes knight. 

Greco directs the Whitis pawn to talc^ Q. kn* paemy dit- 
eaoermg cheeky and afterwards wins bj a long train of moves. 
But if the pawn, instead, attack the qiteek, DiscovERiirc^ 
CHECK, he must immediately win the queen for a bishop. 



\ t A.^ 



n 



Digitized by 



Google 



EIGHTH ESSA.Y. 137. 

SKETCH OF Ai VARIATION, 

From ^i(e Second Back Game, on th^ Eighth Move of tht 
RrstJNtiyer. 

No. !*<■ V-'' 



B. K. KN. PAWN 1 SQUARE. 

W* Kit. pftwn.£ squares, (b) 

B. The pawn takes t^e knight. 
W. The queen takes the pawn. 

. ■ - •- • 10. _ ^'- ■ ■*"'-; 

B/ The queen to th5e king's 2d. 
W. The Q. bishop takes the pawn. ■ 

..•)_.__,.. • :« .. 

" B. K. r. pawn I sqtiare.* ^ ■ ^ • • 

W. Qi pawn 1 square. ' ^ ' ' 

12. 
B. Q. b. pawn 1 square. 
W. Q. knight to t^e queen's 2d. . v , . 

.13. 

B. Q. PAWN 2 SQUARES. 

W. Q. b. pawn 2 squares.. 

(a) It appear& that the Second Ploi^er has not a «bQtte^.9K)i^ : 

8. ... M. . r ' ^^-, K. Jcoi^t to Q4< .r^> .i; 

9* Q* b. pawn 2 squares. The pawn takes pawn. 

10. K. bishop takes pawn. Q. bishop to kn. 2. 

11. Queen give« check, atoAu 
K&4. and has obviously 
the best game. 
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138. INTRODUCTION TO CHESS. 

R Q. bishop to the king's 3d. 

W. K. bishop to the queen's 3d. 

The first player has gained a knight for a pawn; but not 
ivithottt losing something in position. 



The following Experiments merely shew that H^ Attack 
cannot be improved. 

No. II. 



13. K. knight takes pawn. Fawn takes knight 

14. Queen takes pawn. Q. rook to Q. ^a 

15. Q.takesQ.p.6r;No.3lQ. knight to K4. 

16. Quefen gives check. Q. b. pawn interposes. 

17. Queentotf^ver^eQR4. Knight to adv. O/chg. 

This is iiot so well for the first player as |he pfeceding. 



No. III. /. :- . ■•' ." 

15. B. Q. pawn 2 squares. W. K. p. takes Q. p. in 

passing. 

16. K. bishop takes pawn. Q. bishop' takes bishop. 
17* Queen 'takes bishop. Knight to K4. 

18. Queen to Kk3. Knt. to adv. KbS^ chg. 
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CondUiBtton. 



In closing this treatisei a page will be devoted 
to observations on the system of play principally 
cultivated by Philidor. That system is, with- 
out NEGLECTINO THE OPPORTUNE USE OF THE 
PIECES, TO FOUND AN ASCENBANCY ON THE 
SUPERIOR MANAGEMENT OF THE PAWNS. There 

is no branch of play of which the study will con* 
duce more to proficiency. But it may lead to sa- 
crifice without compensation, to attempt that mas- 
ter's line of play, at critical points of a game, with- 
out having arrived at the principle; and the princi^ 
pie is only to be obtained by canvassing every step 
in his ^flwie^, toward a result of declared inequality, 
till the alleged came be recognized, or some unspe* 
cified cause be detected. * In resting the main battle 
on the pawns, one difficulty is — should the adver- 
sary abandon the direct mode of opposition with 
his own pawns^ to guard against the facility which 
he thereby obtains, of employing a great number of 
pieces in forcing the position of your king. ' ITiis 
inconvenience is to be prevented, without relin- 
quishing the defence of the pawns, or neglecting their 
passage to promotion ; but there is danger, in pur- 
suing any plan intensely, of acquiring. a manner. 
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140 INTRODUCtlOK TO CHESS. 

The judicious player will avail himself of the mas- 
terly instructions which Philidor gives for the 
conduct of the pawns; without reposing on his 
system on all occasions ; adopting such oxlt of 
HIS PBiNCiPLSs in attack and defence as are 
proved to involve no defeat wheii scientificaUy 
counteracted. 

The models of Cunningham and Salvio, 
requiring a great knowledge of the board tp prevent 
the adventurer from suffering by enterprise, will in 
practice be equally delicate to follow. The apirit of 
these accomplished specimeps is what you should 
endeavour to seize. 

In those Regular Parties of PuilipOb %vhich 
the White commences, the First Player in proceeding 
to the second and third steps, has an acknow- 
ledged series of good moves*: but the Se- 
cond Player can scarcely select from the best 
treatises a train of steps of which the radical sofet^ 
is so demonstrable, that sopne master has not called 
it in question. The student will, in counteraction, 
observe where he can vary with advantage, from the 
proposed models of defence, or without increasing 
the disadvantage of being confined some time to de- 
fensive steps by playing against the move. Thus, 
while with a mixture of prudence and spirit you 
do not disdain to adopt from edited forms steps 

♦ So he has in the Third Party ^ if one move not contemplated 
by the Author be admitted. 
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that are suited to the situation ; the features of your 
play will be impressed with the character of your 
own powers; and you will guard against a habit of 
moving in a mechanical series, as if you wanted 
that promptness which should conform itself to all 
circumstances. 

You may play the game of Hannibal or Fa^ 
Bius. If you have naturally a disposition for 
ent^prise, and are fertile in expedients, the exer- 
cbe of invention may prevent an adversary of slower 
parts from prosecuting those systematic plans 
which he has tried and proved. If, on the con- 
trary, your abilities are rather solid than splendid, 
you will, even in those speculations into which a 
player of an opposite turn will sometimes draw you^ 
steer as near as possible to the shore of certainty, 
never launching into a new track without delibera- 
tion. But whether your ingenuity expatiate in the 
wide fields of new combination, or your judgment 
adhere to paths which the names of great masters 
recommend, your best guide will, after all, be 
experience. If you unite both, you will not 
want, though you will excuse, the officiousness 
of advice. 



END OF THE INTRODUCTION. 
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ANALYSIS 



OF 



THE GAME OP CHESS, 



BT 



MR. PHILIDOR. 



TO WHICH ARE ADDED, 



SEVERAL PARTIES, PLAYED BY THE 
AUTHOR BLINDFOLD, 

AGAINST 

THREE ADVERSARIES. 

WITH <:ORnECTIONS BT THE EDITOM, 

CHUTLT BEOAaDIKG THS PBRSPICITITT OV THE LAVGITAOI. 



LKdimusefigiem belli. Vxda. 
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ADVERTISEMENT. 



■ J. 4 J. I »...*(';! ■. 

Distinction in the Notes. 

''■ \ 

It is to be remarked, that, in the Notes, the 
reader is addressed 'cfo^^erplftyof $ij^pi)64d to move 
the white pieces; and, to avoid ambiguity, the 
player of the blacks, an ii^aginary antagonist of the 
reader, is spoken of in the third person. 

Notation in the Double Columns- 
The same system is pursued In the double columns as in the 

single; but the following contractions are used, as Cohveh- 

TioKAL Signs : • . . - # - 

K represents ••••••*•••»•.• King's Bquf^. 

Kb* ••..••..•.. • king's bishop's square. 

Kk •••••••• •••i king's knighf s square. 

Kr .••• •...•,#!. king*^ roolf'i ^uare. 

Q, with similar combinations • • queen's square, &c. 

2, 3, 4,* • • •.•••..• the second, third, and fourth 

square of the file, counting 
ffom the &f^ on that party's 
section. 

adv. 2y3,4, •••••••••••• n . the second, third, and fourth 

square of the file, counting 
from the v6r$t on the advene 
section. 

If the read€r desires afuUer esiplanation, it may be seen in the 
Prsface, 
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ANAIiYSIS ^F-GHESS.- 

.'-.!;•/) .::.f (J Nl/if;.! .O ,/ 





/' •;r '! 


. . » / > .• > ' ■ ' * • ' . : ' M 




',, 


,(iii .: 


': : v. , .'; . ; ■ V. ! ij..; f ■"' 




' i; 


J; !'i// !■ 


/"jrjtitipat^':^ '",.."■'■' 




w. 

B. 


- ■■: •! ';• • ■' 1. ■ '■■•■'■■" '." : 1 

Kia^i pawn to the fiwrth df thd file.' 

Theisaine. • " *' ' 

■'-■■■.•■'• ■■'■"■ 2/-' • ."■'•"■■■■ •■' 


} ;. ■/ 
III" ' 



W. K. bishop to his Q. bfahop^s 4tb^:i ., :. :.ii.: 
B. The same* 

W. Q. b. pawn 1 squafe, ,.,,.,, 

B. K. KNIGHT TO HIS BISHOP*Sl 3D,*, • ' 

4. " '' ' '." 

W. Q. pawn to the fourtbofthetfila. («) ' 
B. The pawn ibaked the pawnr 

• The radical efficiency of this movQ in.^efence is tried^in 
Philidor's Fourth Regtthr Party*, The present game turns 
upon the validity of the fifth move. 

(a) This .pawn is pushed to its extent for two reasons: — to 
hinder the adverse K. bishop from attacking your K. b. pawn ; 
— and to bring the strength of your pawns into the centre of 
the board. . 
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146 philidor's analysis. 

S. 
W. The pawn takes the pawn« (b) 
Error m tkc Defence* ^ 

K. WiWp ti) ftKS. (c) 



6. Q. knight to b3. Castles. 

7. K. knight to K2.. (d) Q. b. pawn to S. 

(b) When yoa have two centre pawns thus standing abreast, 
you must take care not to push either of them, before your 
adversary proposes to exchange: which you will then avoid, 
by pushing forwards the attacked pawn. 

(c) If, instead of withdrawing, the black bishop gives 
CHECK, yo]|i cover, with the.Q. bishop; and if he exchange, 
you take his bishop with your knight, which will then 4^fend 
your king's pawn. Thus far Philidob in this placed ^ The 
MoDKKl£se, in a letter to Lolli, p. S65f proposes that the 
Black should ptay a^ follows': ' : : ' . \ 

5. .' t 

B. The K. bishop gives check. 

W. The Q. bishop interposes. 

B. The bishop takes the bishop, ctiebking. 

7. 
W. Tlii^koighi takes. the i bishop 

B. Q. pawn 2 squares^ This oaus^^. the white K, paw]\ to be 
taken off by an inevitable exchange. I'he Modsnese 
considers that the position will then be equal. 
In the F&urih Uegular Party, I^hiliDor adopts this coun- 
terplay; but carries his analysis of Ihe position farther. 

(d) At the K. bishop's 3d. the obstruction given by the knight 
4o the motion of the pawn is sometimes incommodious ; there* 
fore, avoid placing the knight before the bishop's pawn, when 
you can bring him into combination at the king's second square, 
without being exposed to such a stroke as in lint Regular 
Par^, Second Back Game. 
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: KJRW *AMT. : 147 

8. K*. bishop to Q3.^ (e) Q. pawn to 4/ . 
9^ K, . pawn to adv* 4. , K; knight to K. 

10. Q, hishopi to K3. K. b. pawn to 8. (/); 

1 1 . Queen to 3. (g) i Pawn takes pa,wn. (h) : 

1 2. Pawn ta^es pawn. Q. bishqp to, K3. (i) : 
13; K, knight to Kb4. (k) Queeii to KS. , 
14. Q. bishop takes bp. (/) Pawn taj^es bishop, j 

(e) T)ie .bishop retire^y to avoid being attf^cked by the.Q, 
pSLifU,' because that would forcd ^ou to take his pawipi with 
yoursy and separate your pawns. ' 

'(/) H6 pll^ys this to gtv^ an opening to the rook; ati(l ihts 
ci||inot bel^iid^rbd^ whether he or you take. . . ' ' ! .' V 

(g) You should not take the offered pawn, because your K« 
pawn would .^en lose \\s G^ey whereas, leaving yours ta.b« 
tnkeiiy ^oiji 3upply its place with the Q. pawn, and sustaii^ that 
afterwards with the K. b. pawn. These two pawns unite4' wj^ 
undoubtedly win the gtime.: .^ 

(i) He pursues ||is designtof giving an opening ^ his x:oofc« 

(t) He plays this bishdp to increase the security of his Q* 
pawn, and to enable him. to push afterwards his Q. \^p pawn ; 
you could, it . is tiue, oblige) him to double a pa^rn in the 
knight's file> by taking hiis K. bishop. with your Q. hishoj^; but 
this would make an opening to his ]K« rook : besides, a double 
pawn^ w^ei^ ^^onnected with others^ asiiis would be, inay be 
manoeuvred without di$ad|Fantag(^. In the Fi»jt £|ack Game^ 
BlsLck K. bishop takes Q^ bishop* . . ' 

(A:) Yjour K, pawn being as yet in no danger, your knight 
attacks his bishop, in order to take him^ or forqe bin^ to ra< 
move. ^ _ . .'.•'. .^ ;/.'.'■..■ 

(/) It is dangerous to let the adverse K. bishop, command th< 
diagonal of your K. b.^paw^;) and therefore, when your Q* 
pawn cannot intercept his action, it is necessary to oppose to 
Um your Q. bishop^ and to mhmg^^^ suitable opportunify. 
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148 PHII.I0Oit's ^AKAiLTSIS. 

15- Castl^withK.rook(m)Q. knigtetoQa:; 
1 6. K. knight takes biishop/ Queen takes kni^t; 
iTw K/b. pami to 4;' K. iiHght to Qrifif. • • 
18- Q. rodk to K. K: kn. pawh to s! (li); 

19. K. r.- jiawri to* i. {o) Q. pawn 1 squW. " 
SO. Knight to K4. ^ K. r. pkwn to 3. (p) 

2 1. Q. fcn. pawn to 3. ' Double pawn to- 0^4. 

22. K. kn. pawn to 4. . K. knight to Q4. 

23. Knight tq Kk3. (y) ' K. knight to ait?.lt3,(r) 
i24. Q. rook takes knight ,^ Pawn takes rook. 

i^ ;QpeeQ taJkes pawn. ; * . Q. rook takes^ r. pi^wn. 
26. Rook to K. {s) : - -i Ql- taJces Q: kn. pawn* 

^(ite) You castle on that $ide, iti oVddf to Sustain 'your K^ bi 
})ftwny Whicli you will advance t<vo square as sooA ^'your 
fcklfe'5 pawn is attacked. • . : . '. ' « 

(ji) He is forced to push this, to hinder your K. b. pawn from 
attacking bis queen, which woiild' give you two pawns in a 
ftont line Ujion his fidd. • «'^ f. ' 

' (o) To' enable you to push lt.ikh! {iawn t6 ite extent. 

(/O To pteTientyour knight from entering hU gamey and| 
forcicij; his queen to removie, wfiich would imm^iately make 
an opeihing for your pawn^. ' '' : . .^ 

(y) To enable you to' push Ae K. b. pawn n^xt, which will 
be then supported by three prece!^, tKe rook, th6 bishop, and the 
knight. . "^ " ' '' * * 

(r) Hef'tMis prepares to cut ofTthe communication between 
your jpiece^/and break the strengtt of your pawns ; whict he* 
would do, by pushing his king's knight's pawn ; but you pre-' 
vent hlis bbjedt^ by siEicridcihg your rook. 

'(^O'ToiuppottK. pawn, wh^cb would be left without ade-' 
quatc s^jpfKirtjr were you to pttih! kl b^ pawn. * ' " ' ' 
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FIRST PA ETt.' 149 

27. Queen to K4. r Queen to K3. (0 . 

28. K. b. pawn to adv. 4. Pawn takes pawn. 

29. Pawn takes pawn. ^ Queen to 4. (w) 

50. Queen takes queen. Pawn takes queen. 

51. Bishop takes pawn. Knight to 3. 

32. K. b. p. ioadv.S. {jc) Q. rook ta ft4v. Qk2. 
S3. Bishop to Q3. King to b2. 

34. Bishop to ddi^. Knight to fl£fo* Qb4. 

KB4,(y) .: : , r .. 

35. Knight to adv. Kr4. K. rook gives check. 

36. Bishop interposes at Knight to ddv~Qi. : 

I ; Kk4. • : ^ ' ' . 

37. Kj. ^vm gives check. King to knight's 3(h (z)^ 
38* K . hi. pawn to adv. 2. Rook to Kb.. 

39. JMght checks. King to knight's 2d, 

(I) The queen returns, to prevent check-mate. 

(Ji) Qflferiog to exchange, to destroy the possibility of check- 
mate bv your bishop and queen. 

(i) it is material to observe, that when your bishop ruiis 
upcfe ifi|RiTE squares, you must put your pawns upon blac4 ; 
or, If tftie bishop runs upon black squares, then keep^he pawns 
upon wfHiTEs by which method the bishop prevents the ad vtr- 
sar3<s {ii^:es from intruding between your pawns. This r^le 
ish^r<JlyevertQ.be.diip€ns?fd. wi^ ypu attack, ahd 

have some pawns advanced ; .hui* in case.of a defence, the rule 
must be reversed, and the pawns set upon the bishop s colour. 

(y) Here is aA illustrAtipn of the above note :. if your bishop 
ran black, the adv^r^y-s • king )mio;ht insinuate between >youp 

two pawns. . -^ '..../ ^ . • V r r 

(%) In the Secohcl Back Game, King to bishop's sgiuqre.^ * 
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PHILYOORS ANALYSIS. 



40. Bishop to adv. Kr4. Plays any where. 

41. Pushes to queen. 



FIRST BACK GAME, 

Oil the Twelfth Move tf the BhcL 
POSITION OF THE PIECES. 






12. :. K. bishop takes bp. 

13. Queen takes bishop. Q. bishop to K3. 

14. K. knight to Kb4. Queen to K3. 

15. Knight takes bishop. Queen takes knight 
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16. Castles with K. rook. Q. knight to Q2. 

17. K. b. pawn to 4, K. kn, pawn to S. 

18. K. T. pawn to 3. K. knight to S. 
19* K. kn. pawn to 4. Q. b. pawn to 4. 

f 4 • ' ; 20. Knight to K2. Q. pawn to ado. 4. 

2K Queen to 2. Q. knight to 3* 

22. Knight to Kk3. Q. knight to Q4, 

23. Q. rook to K. Q. knight to 0dv. K3. 

24. Rook takes knight Pawn takes rook. 

25. Queen takes pawn. Queen takes Q. r. pawn. 

26. K. \>. pawn to adv. 4. Qu^n takes Q. kn. pawn. 

27. K. b. pawn toa^V- 3. Knight to K. 

28. K.kn.pawntQ^</'e;.4. Queen to adv. Q4. 
29* Queen takes queen. Pawn takes queen, 

30, K, pawn to adv. 3. Knight to Q3. 

31, Knight to K4. Knight to Kb4. 

32, Rook takes knight. Pawn takes rook. 

33^ Knight to adv. Q3. K. b. file p. 1 sq. or any 

move, the game being 
lost. 

34. K. pawn to adv. 2* K. rook to Qk, 

35. Bishop gives check. King retires. 

36. Knight ghes check. King removes. 

37. Knight to adv. Q, King where he can. 

discovg. chk. 

38. K. pawn queens, and. 

gives mate* 
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PHILIPOBS AlTALrSlS. 



SECOND BACK GAME, 

Played from Leader, 
POSITION OF THE. PIECES. 



. { 




37. — 

38. Rook to Qr. 

39. Rook takes rook. 

40. King to r2. 

41. Knight to Kb4. 

42. Knight takes pawn. 

43. K. pawn gives check. 

44. Bishop checks^ at 

adv. K3. 

45. K. p. queens, check-- 

ing; and wins. 



King to B. . 
Viook ghes check. 
Knight takes rook. 
Knight to ad^. Qb3. 
Knight to adv. K4. 
Rook to Kk4. 
King to b2. 
King takes bishop. 
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1. 

W. The king's pawn 2 squares. 
B. The same. 

'q: ■ 

W. King's bishop to Q. bishop's 4th. 

B. Q. B. PAWN 1 SQUAKE? 

[Tiii counter^move is dispvtabU : The defence faiU in this game : 
but it is dificuU to prove that tUte error of the vanquished begins 
here. See Note on sixth move.] ' • • • T «' 

• s. 

W. Q. pawn 2 squares, (a) 

B. The pawn tak^js the pawn. (S) 

• 4. '• 
W* The queen^ takes the pawn. 
B. Q. pawn 1 square<« 

■ W. K. b. pawn 2 squares. 
B. Q. bishop to king's 3d. (c) 

(a) It is necessary tp advance this pawn two squares, to pr^ 
vent the adversary from bringing his pawns into the centre of 
the board ; for ajiy other move would allow him to push his Q. 
pawn on your |;>ishop, which would, give him the move. and 
ilttack. 

(fi) He play^ Q. pawn two sqifores^ in First Back Game.. 

(c) He thus prepares to push his Q. pawn, in order to. make 
room for his K. bishop; and he qppojses his Q. bishop ta your 
kiogX according to the direction in First Party. 
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154 THlhlBOfti^ ^NALVSf^. 

W. K. BISHOP TO queen's 3d?* 
B. Q. pawn 1 square ?f 

7. 
W. K, pawn to adverse 4th. . 
B. Q. b. pawn 1 square. 
... .. 8v • - • 

W. The queen to K. bishop's 2d. 
B. Q- knight to. Q.. bishop's 3d. (d) 

W. Q. b. pawn 1 square. 

B* K. kn. pawn 1 square ? 

10. . 
W. K. r. pawn 1 square. 

B. K. r. pawn 2 squares, (e) 

* In Phiudou's Third Regular Tartly the white bishop ejs 
changet ; which makes an even game. 

t The Editok has marked vith a note of interrogation those 
counter-moves where there seema an opportunity for a good 
substitudon. 

(d) If, instead of getting out his pieces, by playing his knight 
he should continue to advance his pawns, you might easily 
win. It must be observed, that one or two pawns tae ad- 
vanced ON THE OPPOSITE SIDE, may be reckoned as lost, 
except when there is an open field for pieces to support them, 
or when the same pawns may be sustained by others. By the 
Second Back Game it will convincingly appear, that two' 
united pawns upon the fourth rank, are better than two isolated 
upon the sixth. 

(e) ite pushes this pawn two squares, to prevent your pawns' 
from assailing his. Observe two equal bodies of pawns are on 
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11. 

W. K. kn. pawn 1 square, (f) 
B. K. knight to rook's 3d. 

12. 
W. K. knight to bishop's 3d. 
B. K. bishop to king's 3d. ^ • 

13. 
W. Q. r. pawn 2 squares. 
B. K. knight to bishop's 4th. 

W, The king to bishop's square. i 
B. K. r. pawn 1 square, ^ 

15. ] 

W. K. kn. pawn 1 square. 
B. K. knight to adverse 3d. checking: • 

W. The king to knight's second. , ; 

B. The knight takes the rook. 

17. . 

W. The king takes the knight. (^) 
B. The queen to her second square. 

the board : you have four to three on the kingli side, and he' 
has a similar superiority on the queen's side : the player that ts^ 
able first to separate his adversary's pawns, and especially tf he- 
break the larger division, will win the game. 

(/) This move is material, by its seasonable anticipation, be*' 
cause, by pushing his K. r. pawn a square, he would have cut off 
Ae communication between your pawns ; your K. kn. pawn, 
unmoved, had been unable to join that of your bishop, without 
being exposed to be taken by his rook's pawn. 

(g) Though a rook's value commonly far exceeds, that 6f a 
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18. 

W. The queen to K. kqight's square, {k). 
B. Q. r. pawn two squares. 

\9. 
W. Q. bishop to king's third, (i) 
B. Ci. kn. pawn 1 square. 

20. 
W. Q. knight to rook's 3d. 
In whatever counter-move the subtle fallacy mm/ lurkf the 
Defence after the 20th quickly shem itself to be untenabk. 
The Attack m the part whichfoUows is very finely conducted, 
20. * — Castles with Q, r. Qc) 

21. K. bishop g-iVe^ chk. King to Qb2. 

22. Q. knight to Qb2. (/) Q. rook to its sq. 

knighty }[6t two causes coospit^. to make the exchange rather 
beneficial to you : his knight has consumed four moves, your 
rook not one, and your king but two, so that for the difference 
between the knight and rook you have two clear moves ; the 
menacing situation of the knight had been troublesome, and 
the security in which his removal places your king will enable 
you to form an attack oh' w)iich ever side the adversary 
may castle. 

(A) It is essential thus to sustain the K. kn. pawn, lest hie 
shpidd sacrifice his bishop. fqr.ypur two paw9s; and as all 
the stiei^th of your game ponsists in .pai^ns, the breakii^ of 
thfip wpulid.^ive bim the. attack, and probably the gam^. 

(t) To induce the adversaijyrito pu^b bis Qt b, pajrn, which 
w«<ilflgiv€|.y<)iUt^hemtory very S0OD9 by. making an openipg 
fpr»your,kmghtii. . « . 

, (k) lici pasties. oi» that. side,, to avoid yojar.stfongost idivi^i^pi 
of piKWPs^ which, present, a. Utenaqing front, and are farther 
advanced than thosq on the left wing. 
«(0 Q^ you given check with this knight, you would have 
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SEOb^fe ^Afti-Vl '^ 157 

S3. K. bp. toa(h>. QK^:;/Qpef9tp;b|sr square. (?») 
24. Q. kn. pawn g sq. ' . fj^eea to Kb. 
S5. Q. kn. p. takes Q. b. p. (^. kn. p^wn takes pawn. 
36. K, l^iight 50 Q,^, (ip) Ci..b. file p, to adv. 4. (0) 

28. Q. bjshop;^we^:(?A^^^ K^ipg to Qk2. : | ^t -, 

29^ K.|l)pu talieskn. c^ King take^, bishop. ^j .^^ 

3().\JC.jMjght^im Kingtp Q^^j(^) , p - 

31. K. b. pawn tp flfrfx?.. 4. Q. bishop^ t^vl^k. ( . . 

32. K. pawn gives check. King, to b|s.£^^e.; ^ ,^ 

33. K. kn. tp adv. QK4!y K. bisfio^tp,Q3,: rj qj 

34. Quefijfi to 4. (r) /^> (Lost every whe;^^,)/-) j j 

better to place the knight ^o€o-op^|r^te with>tl^e paY"'/ >[ i i 
(m) In order to place her, next, at king's bishop's 8C|uaDe» to^ 

increase the support (hQ. b. pawn. 
(«) Tostren^hen your attabk on his pawn. '"' *j ^ ^ '^ • 
(0) To gain^a mor^ ahd^ ^ hinder y6tlr^C.<kar|ht4rroiii} 

placing . himscsK M.Q.! ka^l^ thir.d« . H^ piaj/0^ ifyi^^^yir. i4 

/Mnwif^ the Third Back GaipjB 1 . f ' . I .-; 

(p) His situation is^ by any play, irretripyable ; be^sau^e.^ 

your knights have a free passage into his game^ 
(;) If his king take your queer's bish6p< you win his queen^ 

by a discovered check ; and if h!s^ kitig feihdre elsewhere, he 

will lose his queen's bishop. _ , 
(r) The queen next takes Q. pawn ; or as the adversary may 

play, distresses ijii pieces, and ifiij|. ; : y^ : ) , .1 - 
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\59 PHipiPOR's AKAI.TSI8. 

FIRST BACK GAME, 

Played from Ltader. 
Decided Error in Defence* 

d. '"--^ ' — ^— Q. pawn fi squares. 

4. k. pawn takes pa^. Q. b. pawn takes pawn. 

5. K. \Asho^ ghes chk. Q. bishop interposes. 

6. K; bishop takes bp. iQ. knight takes bishop. 

7. Q. pawn take^ pawn. Q. knight takes pniwn. 

8. Queen to K2. The same: 

9. Q; knight to bS. Castles. 

10. Bishop to Kb4. Q« knight to bS. 

11. elites. Queeti takes qneen. 
It. K. knt takes queen. Q. pawn to adv. 4. 
19. Q. Icnightto K4. Ki b. ^wn \ square. 
14. K. i. pawn 2 squares. The same. 

14;. k.'rook to 3. ' K. knight'to r3. . 

16. Bishop takes knight. Book tak^ bishop; 

17. Kvrook to Qs! Q. ropk to K^ 

18. K. kftt. takes pawn. Knight to a^. Qk4. 

19. K. rook to KS, Knight takes r: p., chg. 
SO. King to Qk. Knight retires. 

21. Knt to adv. Q3., chg. .. j \- 

Wins a fook for a knight.^wd pawn. 



SECOND BACK GAME, • 

Fkyedfrom Leader. 

8. — Q. b. pawn to adv. 4. | 

9. K. bbhop to K2. Q. pawn to adv. 4. ' 
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SECOND. iteAIWJT. 



(m 



10. Q. b. pawn 1 square;' 
1].£. beshopto 3. . 
IS. Q. kn. pawa I square. 

1 3. Q. r. paivp 2 squares. 

14. Q. r. paM^n takes p. \ 

15. K. knt. takes bishop. 

16. Q. bishop tdlLS.) 

17. Q. b. pafTn i sq. 1 

18. Q. knight to Q2./ . 

19. Castlea/ and: will ivin. 



Q; pawn to irrft?. 3. 
-Q. bishop to ^4? — .'« ^ 
Q« k|Lr pawh fi:i^quireQ4* 
Q. b: pawn takis. jpfeii^tu 
Bishop takiBS bidiop..( . : 
Q. knight to. QS.i 
RodkfoiiiC. ! .: . :, 
Q. knigJitJto>3; .• 
K^ bishop to adb/J^tL^ 



THIRD BACK GAME, 

Played from Ltadtr. 
POSITION OP THE PIECES. 
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i€0 FHILIDOr'S' ANALTSIS. 



S6. — r^-^ "" ' ■ V ' K. b. pawq. 1 squace. 

S7« iL knight to QkS. / Q. b. pawn 1 sq(uare. 
S8; Q. bp. ghes icheck. King to QcS^ 
S9'K.km^t gives check K. bishop takes rknigbt 
^tadv. Qb4. 

30. Q. bp. takes bisibopt Queen to b. 

31. RooktoQi. .p KingtoQaifc 
33i'Q.b-totfdpiQ3,c%. KirtgtoQ.' 

33. Queen gkes check. /(Lo^s' theg^me.) 



f 



f ! 



, ^'T 
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THE BLACK MOVING FIRST. 

N. B. The tactics of this game are not quite regular; but the 
first moves- of the fHnte are very well calculated, esp^aHy 
when some oddi are granted. ^Philidob. But see Note oa 
the second counter-move. 

i; 

B. The king's pawn 2 squares. 
W. The same. 

2. 
B. K. knight to his bishop's 3d. 
W. Q.pawn I square. 

Accordiig to the CortecUd Variation on the First Back 
Game, this defence is not tenable, although R01 Lopbz, a 
Spanish author on Chess, preferred it to the defence by the 
qucen^j knight, as well as Philidor. The latter counter-move, 
of whicfa an example is given in the Seomth E$stty of the IfUro- 
dueiion, has beea demonstrated to be safe. If the Reader should 
concur in thinking the present game to have a radical defect as 
»n entire^modd ; still it deserves to be studied, as a depositary 
of masteriy in^ructions for playing the pawns, which will admit 
of general application — Autho* of the Introductiok. 

Badkal Error ^ losing the mooe^ 

3. K. biihop to Qb4.* -• - , • .; • .,^ 



• Philidor iotinded this «xamp]« as a demdnstration agaitisl 
the second move : it may serve as a demonstratioD against th« 
thirds Thwgh no guide to the Defence, it is a beacon to the 
Attack. The irst player should adopt the fine altfemative ih 
the First BM:k Game. 



M 
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I6S PHILIDORS ANALYSIS. 

3. — K. b. pawn 2 squares, (a) 

4. Q. pawn 1 square. Q. b. pawn l square. 

5. Pawn takes pawn, (b) Bishop takes pawn. 
. 6. Q. bp. to adv. Kk4. K. knight to b3, 

7. Q. knight to Q2. (c) Q. pawn another sq. 

«. The K. bishop retires. K. bishop to QS. (d) 

9. Queen to K2. The same. 

10. Castles with K. r. (e) Q, knight to Q2- 

The Notes (a), (b), (<f), (<;), (/), ( p), (q), convey maxims whick 
are js^ependent of this example. 

(a) It is advantageous to change your K. b« pawn for his K. 
pawn, letting the adversary take; because, by that removal, 
your king's and queen's pawns may occupy the -centre of the 
board ; besides, in castling on the king's side, your rook sets 
upon a tile already opened. 

(b) Should the adversary refuse to take the bishop's pawn, 
you leave it exposed, and cautiously avoid to push it, unless he 
-should castle in the opposite quarter; in which case, you play it 
forward, <is in the Second Back Game. You are, in general, to 
decline shewing hastily, whether you design to push the pawns 
on your right or left, before your adversary basirastled ; because 
lie will otherwise retire on the side where your pawns are less 
advanced, and. less able to make an impression. 

(c) Should he take your knight, you must take his bishop 
with your pawn, to concentre your patwns. - 

(d) This is tbe best square whiqb yottrv kiuj^lbji^opjcati 
select, except the fourth of Q. b. file ; at the queen's third, he 
is prepared to attack the king's rook's pawn', in.<as0;tb0 ^ver- 
sary castles on that side. : . ; \)/.. 

(e) He coitles on the queen* s side^ <in the Third Back* G.ame | 
then you. immediately castle on the. king's, in oiKier tp assfill 
him with all the pawns opposite. As a retreat fitom a repelle4 
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II. }L. Igfiight to r4. (/) Queen to K3. 
IS. K. knt takes bp. (g) Queen takes knight. 
13. Q. bp. takes knt. (h) Pawn takes bishop* 
14,. K. b. pawn 2 squares. Queen to Kk3. 

15. Pawn takes pawn. Pawn takes pawn. 

16. K. rook to KbS. (i) K. r. pawn 2 sq. (k) 

17. Q. rook to Kb. Castles with Q. rook. 

18. Q. b. pawn 2 squares. K. pawn to adv. 4. (I) . 

lattack can seldom be made without loss, you should forbear 
engaging the adverse party closely, .until your pawns are sus- 
tained by one another, and the supporting pawns by your 
pieces* The proper form of attack hi/ 'paiont is shewn by the 
whites in the Third Back Game ; and the progression of the 
bhick pawns, there, is an example of a premature assault. 

(/) To make room for his K. b. pawn, designings by its 
advance, to break your cordon of pawns. 

(g) If be had pushed K. b. pawn two squares, you should 
have taken these steps in the following order : — have attacked 
Jiis queen with Q. bishop ; next, have pushed K. r. pawn upon 
his bishop, to force him to take your knight; then, have taken 
his bishop with your pawn, to increase the support of your 
king's pawn, and replace it if lost. 

(k) If he refuse, the bishop must remain imprisoned by your 
pawns; or his player must lose three moves, which would ruin 
his situation. 

(f) Designing either to remove your queen, or to double^ if 
necessary, with the other rook. 

(k) To give a protected space to your queen, should the 
adversary attack her with his king's rook. 

(I) The refined . motives to this step make it difficult to 
explain. Preparatory to unfolding them, let it be observed, 
that when you have a diagonal chain of pawns,, f^ whkkjrom. 
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l64 ^HIWDORS ANAIYSI8. 

19* Q* pawn takes pawn. Q. pawn to ade. 4L 

20. Bishop to Qb2, Knight to K4. (w) 

21. K. rook toarft?. Kb3. Queen to Kk2. 

22. Queen to Kb2. (n) Knight to adv. Ki:4. 

23. Qoeen gives check. King to Qk. 

24. Rook takes Ushop. (o) Rook takes rook. 

poMon ougfU to be ike leader, must not be left io the rear. 
One project of the adversary, was to force you to commit your 
pawns. Seeing your K. pawn out of the oblique line formed 
by your etbitr pawns, he aimed, by pushing Q. b. pawn, to 
induce your queen's pawn to advance-— first, that its progress 
might be blocked by his, while yoUr K. pawn was left bdikid; 
and secondly, that your arrested pawn might shield his K. r. 
pawn from the action of your bishop. Both these designs yoa 
defeat by impelling K. pawn against his rook, and it is eligible 
to sacrifice it. Should he take it, an open file is obtained for 
your Q. pawn; which you will advance immediately^ and 
sustain in case of need with others '^^ ultimately to promote it, 
or employ it in some combination that mky conduce to victory. 
It is true that his queen's pawn, passing, at the capture, into 
K. file, appears to haye the same advantage of having no 
opposition from your pawns to make a queen ; however, thert 
k a dilTerence, because his pawn being isolated, will be in 
danger^ all along its passage^ of seiaure by your pieces* 

(m) To stop his K. pawn ; in its confined state, it bkcks tha 
passage of its own bishop and knight* 

(n) In order to give check : if he had pushed K. r. pawn, l» 
Under the attack of your knight, you must have advanced Q. 
pawn, which would have been a decisive stroke. 

(o) This partial sacrifice saves his K. n pawn, and takes oif 
ymir Ushop which, ffsatiy incommoded him:. Hit queen will* 
afterwkrdt restrict your captuiio^ rook* 
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THIRJ> PARTY. 165 

25. Queen to Kb4. Queen to K4. (p) 

86. Queen takes queen. Kni^t takes queen/ 

27. Jlook to ado. Kfi4. Knight to adv. Kk4. 

28. Q. b. pawn to adv. 4. Q. rook to KkS. 

29. Knight to Qb4. Knight to adv. K3. 
SO. Knight takes Jknight Pawn takes knight 
3h Rook to Kb3. Rook to Q. (q) 

32. Rook takes pawn. K. rook to adv. Q2. 

. . Wins. 

\p) Having the advantage of a rook against a bi^bp, towards 
the end of a party, y^u wiU gain by changing the qtieen. His 
queen would be troublesome to you; but.lte k forced to 
exchange, to ai^id chAck-mate. 

(q) You must seiee the open files, to bring the. rooics iat^ 
play, especially at the latter part of the game. 



FIRST BACK GAME. 

3. : 

B, Queen's pawn 2 squares. 
W. K* b. pawj(i .2 squares. 

4. 
fi. Tlie Q. pawn talces the pawn. 
W» The K. b. pawn takes thj^ plKWfi. 

5. 
fi. K. knight to adverse knight's 4th. 
W« Q. pawn 1 square. 
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166 philidor's analysis. 

Error in Attack. 

6. K. b. pawn 2 sq.* K. bishop to Qb4. 

7. Q. b. pawn 2 squares. Q, b. pawn 1 square. 

8. Q. knight to b3. K. knight to K2. 

9. K. r. pawn 2 squares. K. r.pawn 1 squai^e. 

10. K, knight to r3. Castles. 

1 1. Q. knight to e4. K. bishop ^iw^ check. 

12. Q. bishop interposes. Bishop takes bishop. 
IS. Queen takes bishop. Q. pawn to adv. 4. 

14. Q. b. pawn 1 square. Q.. kn. pawn 2 squares. 

15. Q. b. p, takes p. in R. pawn takes pawot 

.passing. 

16. Q. kn. pawn 1 sq. Bishop to KS; ' ' 

17. Bishop to K2. K. knight to Kb4. 

18. K. knight to his sq. K. knight to Ty^fo. '3. 

19. K. rook to 2. K. file p. to adv. 3. 

20. Q. to her kntV 2d. QJ pawn to adv. 3. 

21. K. bishop to 3. K. rook takes pawn. 

22. Castles. .. ' ; JK.' riibk .takes Q. knight. . 

23. Pawn takes rook. Q. rook takes pawn. 

24. Q. r. pawn 1 square^ Rook gives check. 

25. King retires. Rook to ddvl Qb2. 

26. Q. to her knt^s. 4th. Q. knight to 43. 

27. Queen to Kb4. • Q. knight to b4. 

28. Queen ^akes: K. knt. Bishop- gives check. 

29. King retirps. Kni^t gives check-mate. 

• In the Corrected f^aruntion, the si^sth moVe is Q, ?awm to 
ADVERSE king's 3d. In Philidor;s own Supplement to this 
Back Game, the same move is taken : but the Supplement differs 
from the Corrected Variation^ at the seventh move. 



:■/< 
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THIRD PA&Tt. • i^T 

SUPPLEMENT TO THE FIRST BACK GAME. 

VARIANT AT THE SIXTH MOTE. 

To facUitate reference, the Editor has transposed thissSu^ 
plement/rom some promiscuous addenda which followed the Salvio 
Gambit. Its insertion where it had no connection^ looks very much 
Uke an ijfier'thonght. Ferhdps Philibor had in the interval 
either seen the Critique of the Modbhese upon his. Third Party^ 
or some practical confutation of its principle dmved from the 
same source. But this Supplement is neither a full, acknawlei^r 
went, nor a complete correction of thfi original fallacy ; and has 
hut a diminished interest when it is hnown that ihe seventh move 
can he played better. 

R queen's pawn to a hverse king's 5p. 
W, K. knight to rook's 3d. 

Error- in Attacks - > ' : 
7. Q. b. pawn 2 squares. ^ 

[tn Corrected Variation, K. kI^tight tAkes K.r.pawn.1 

— ' • — '" Q. pawn to adv. 4. 

If you had sustained Q« pawn with that of Q. bialiopy you 
woiddhaye lost the game ; but in this situation he cannot tak^ 
your pawn on K. file, without losing in rj&turn hjs,oq the. s^mf 
file* Theite is yet anothen way of playing, giipi^goheckpi^i 
K» hishopy as below. — Philidor. 

8' K. knight takes pawn. K. bishop gives check. 
9. Q. bishop interposes. Bishop takes bishop. 
10. Q. knight takes bishop. Castles. 

The pieces of the white seem to be the better placed. 



Or, 

K. bishop gives check. 
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168 philidor's ANAI^TilS. 

8. .Q. koi^t to bS. (a) Q« p^wn 1 square. 
: 9- Q. r. pawn 1 square. K. V p. to adv. KS. {b) 

10. Q* r* p. takes bishop. Queen takes knight. 

11. Queen takes pawn* K. knight to b4. 

12. Queen to £7^x7. K4.(c) Pawn takes K, b. p. chg. 

13. King takes the pawn. Queen gives ch^k^jui^Jif^,/^ 

14. K. kn. pawn inter- Queen chks- at adc. Q4v 

poses- 

15. Queen takes queen. Knight takes queen- 
16« Q. bishop to Kb4- K. knight takes pawn. 

£ 17. ^. bishop to kn. 2d. Q. b- pawn 1 square. 
18^ K. rook to K. The king castles. 

The advaRtoge of position inclines to the white party. 

(a) Had he covere4 the ch«ck yn\ik Q- bishop, you had 
taken his K. knight with your queen. 

. (B) If he take this pawn with K. b. pawn, you take his Q. 
knight, giving check ; and afterwards win his K. knight widi 
your queen. 

{c) Had his bishop taken the pawn at his kin^s third, attacking 
your queen, you must have taken his queen with your knight; 
and after the reprisal on your queen, your knight would have a 
dhergcnt deck on his king and rook. 
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THIBP PAETT. 16? 

CORRECTED VARIATION. 



Esiradpd ffxim a LeUer of the Anoktkovs Modikx8B| 
inserted in LoiLi's Work^ p. 366. 

B. K. pawn 2 squares. 
W. The same. 

9. 
B. K. knight to bishop^ Sd (the tnave censured by 

Philidor). * • 

W. Q. pawn 1 square. 

S. 
B. The best move is Q. pawn 2 squares; which 
our Author has introduced into his First 
Back Game. 
W. K. b. pawn S squarkt. 

4. 
fi. Q* pawn takes K. pawa 
W* K. b. pawn takes K. pawn. 

5. 
B. K. knight to adverse knight's 4th» 
W. Q. pawn 1 square- 
Here the Anonymous Modenese interposes the following 
commentary: — ** Oar Author judges the play of the White 
'^ to be best: and I prefer that of the Black; but now the 
** Blacky instead of pushing the K. b. pawn 2 squares, should 
^ pursue the following course : — 
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f7tf philidor's analysis. 

6; 

B: Q. pawn to adverse king's 9d.* } 
W. K. knight to rook's 3d. 
7. 

B. K. KNIGHT TAKE* K. R. PAWN. 

W. IfK. rook take the knight, the position 
will be ruined by a check from the 
black queem Therefore, Q. bishop 
takes the pawn^ ' ^ // . 

8. 

B* K. knight takes K. bishop. 

.W: K. rook fafc& ^^JqiighitJ Or, as/bdowll 

^9. / ..it ; 

B. Q. bishop takes knight* I ' * ; .[) .. 
W. K. kn. pawn tttkes bishop. 

R The qoeeogEvies check. >. •/ 
W. The Q. bishop interposes. ' 

.11.. : • ^ ; . i :: ' 

B. The queen takes the undefended pawn. 

The MoDEKESE observes^' that '^ t!he Black will ha^e gained 
a pawn, with a better ganie^^. iTbe E])kT<>]^ oC^PHXXiPoa dis- 
sents from this, considering thg first plajer not to have gained 
the pawn without some expense in position, .thouglii it may \it 
too light to vindicate the defence. 

Or, 

W. : The Idng takes the kn^lpit ^ 

* The second player thus saves the pawn, btit forfeits the ma- 
noeuvre of castling, and has a pawn isolated. 
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THIRD PARTT. 



171 



SECOND BACK GAME, 

On tht fifth M(m of PkUidor's Leader, p. 162* 

[Examples like this, which contain one or more defective moTes 
on each side* the Editor would call Caveto Games ; be- 
cause the previous position of the winning player is excep- 
tionable.] 

Second Error in Attacks 



5* Castles. 

6. Q, pawn 1 square. 

7. Q. pawn takes pawn., 
. 8. Q. r* pawn S squares. 

9. Queen to 3. 
10. K. knight to K. 
Ih Q. b. pawn 1 square. 

12. Q. kn. pawn 2 squares* 

13. K. r. p9^wn 1 square. 

14. King to R. 

15. K. knight to b3. 



K* h. pawn 1 square. 
Queen to Kb3. 
Q. pawn takes pawn- 
K. kn. pawn 2 ^quaresj: 
K. kn. pawn to adv..4ii 
. K. bishop to QlB.4. 
Queen to adv. Ks4. . 
. K. kn. pawn to adv. 3. 
K. bp. takes K. b. pawa/5^ 
Q. bp. takes K. r. pawn. 
Queen toKR4. — Wins. 



THIRD BACK GAME, 

On the tenth Move ofPhilidor^s Leader^ p, l62. 

10. Castles with Q. rook. Castles. 

11. K, r. pawn 1 square. Q. knight to Q2. 

12. K. kn. pawn 2 squares. Q. bishop to K3. 
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17SL. 



PHlLIBOaS ANAtTSIS. 



13. Q. rool^to Kk. 

14. K. r. pawn another sq. 

15. Q. bishop takes knight. 
] 6: K« kn. pawn to adv. 4* 

17. Q- b« pawn 1 sq. 

18. Bishop to QbS. 

19. K. r. pawn to adv* 4. 
SO. K. rook to 4. 

9,1. Q. pawn 1 square. 
S2. K. knight to K. 
23. Pawn takes pawn. 
S4. Q. r. pawn 1 square* 
25: K. b. pawn 1 square.* 
96. Pawn takes bishop* 
sy. King r^res* ^ 
28. Q. knight interposes* 
S9.KingtoQ2« 

JO. King retireft. 



Q. kn. pawn 2 squares- 
Q. r. pawn 2 squares. 
Queen takes bishop. 
Queen to K2. 
Q* r* pawn to ado. 4. 
Q. b. pawn another sq. 
K. rook to Qk. 
Q. b. pawn to adv. Qb4. 
K. pawn 1 square. 
Q* kn. pawn 1 square. 
K. rook takes pawn. 
K.rooktoQK4/ 
K. ji:^. takes Q. r. pawn. 
Queen takes pawn, chg. 
Queen ^j>0€^ check* 
Q. r, pawn ] 6quara 
Queen take$ Q. pawn^ 

chg. 
Q. r. pawn It square* 
May obviously vin. 
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FOURfH PABTY* 173. 

iFoutt!) Parts. 

THE BLACK MOVING FIKT. 
1- 

B. King's pawn 2 squares. 
W. The same. 

2. 
B. Q. b. pawn 1 square, (a) 

W. Q. PAWN 2 SQUARES. 

B. The pawn takes the pawn. 
W. The queen takes the pawn. 

(a) 111 play of the adversary at this stage, becaiue by posh- 
tag your queen's pawn two squares, you regain the-advautagi 
aftfaeiaeve. — Pbilidor. 

In an earlier edition^ the step thus censured is said to irim§' 
fir ike aiUtciy and probably the game^ to the second player. It 
is itscued from the implication of entailing defeat^ by the 
perpetual check to which the writer reduces the First Back Game : 
but such a subterfuge admits the adverse position to be superior, 
and the attack to be virtually forfeited. The Ancmymous Mop 
denese, in a Pputictd Commentary which is subjohssd^ asserts 
the absolute propriety of the step in question $ but the example 
intended to prove this, is inconclusive ; and as he has npt.puiw 
iued the bestcounterplay against his own attack, may beslud 
to strengthen Philidor's objection^ I have not, howevier, madis 
Ae double columns commence with the impsacbkI) jcotxi 
because the position may be reduced to a coincidence with ikt 
Second Party, where the same step, as a covntermotb, is 
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174. philidor's analysis. 

4. 
B. Q. pawn 1 square, (b) 
W. K. b- pawn 2 squares. 

5. 
B. K. b. pawn 2 squares, (c) 
W. K. pawn 1 square, (d) 

6. 
B. Q. pawn 1 square, (e) 
W. The queen to K. bishop's 2 



also upon triaL When made by the Second Player, this step 
merely leafoea the move in the same hands rohich held it before ; 
when made by the First Player, it transfers the move. This 
seems a sufficient exception to this mode of attack. — ^Author 
OF THE Introduction, 

(6) If he had played K. knight to K2, you should have 
advanced K. pawn ; sustaining it afterwards with K. b. pawn. 
• ' (c) If he had played Q. bishop to Kd, you must have 
played K. bishop to Q3, and then the situation would have 
been the same as it is at the sixth move of the Second Party. 
U he had attacked your queen with Q. b, pawn, as in the First 
Back Game, he would have played very ill, because his Q* 
pawn would have been left behind.--?Ft^ also the Third 
Party, note (l)^ p. l63. 

, (i) It is proper to decline changing your K. pawn for ad* 
verse K. bishop's, or your Q. pawn for adverse Q. bishop's, 
on account of the greater utility of the royal pawns ; occupying 
the centre, they preclude the adversary from the most advanta«> 
geous posts* 

1 {e) Had he taken your K. pawn, you should have taken his 
queen; by preventing him from castling, you bad kept the 
Uttack : his pawn could be taken afterwards. He plays guem 
to her bishop's 2d, in the Second Back Game. 



Digitized by 



Google 



FOURTH PARTT. 175 

7- 
B. Qi bishop to king's 3d. 
W. K. knight to bishop's 3d. 

8. 
B. Q. knight to queen's 2d. 
W. K. knight to queen's 4th. 

9. 
B, K. bishop to Q. bishop's 4th. ,: 

W. Q* b. pawn 1 square. 

10. 
B. The queen to her knight's 3d. 
W. Q. bishop to king's 3d. 

11. 
B. The K. bishop takes the knight. 

W, The pawn takes the bishop. (/") 

12. 
B. K. knight to king's 2d- 
W. K. bishop to queen's 3d. 

13. 
B. The king castles with his rook. 
W. K. r. pawn 1 square. 

Tbe precise point of fallacy to which the loss of the game is 
ascribable remains to be ascertained. The counter-attack is 
well played : but the prior attack, repelled at its origin^ has 
several feeble moves subsequently, which deprive tbe model of 
force as a demonstration. 

(/) When you have two bodies of pawns, and an opportu^' 
nity of transferring a pawn from one to another, the pawn 
sliould pass to the larger division, to concentre them 
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14. Queen to her bp's. K. kn. pawn S squares. 

2d. ig) 

15. K.kn.pawnl square. The same, (h) 

16. Q. kn. pawn 1 square. Q. knight to b3. 

17- Q. b. p. ano&er »q. Castles with Q. took, (i) 

18. Pawn takes pawn. Bishop take? pawn. 

19. Q. knight to Qb4. K. r. p. another sq. (k) 

20. Knight takes bishop. Rook takes knight. 
SI. Bishop to Kb2. (/) K. r, pawn to ado. 4t. 
£2. Q. kn. pawn another Q. rook to KrS. 

square, (m) 

(g) Having no object for the power of his queen as she stood, 
he removes her to make room for his pawns, designing to push 
them upon you. — Philidok. 

Then why was the queen played here so recently, 10th mote? 
It would be better to play Q. rook to bishop's square, and then 
push Q. b. pawn. — EDXtOR. 

(fi) The advance .<>f this pawn obstructs the game, by lessen- 
ing the facility of exchanging ; but you can always make an 
opening with your king's, rook's pawn,. reserving it till your 
pieces are ready to form the attack, 

(i) You castle on the-queen's side to have more freedom in 
attacking, on your right. To have taken the pawn, would have 
united in the centre the adversary's pawns, and impeded the 
operation of your pieces. 

(Ai) Had your Q. bishop taken the knight, you had united in 
the centre the adversary's pawns. 

(Q He plays this bishop to fill the place of his king's knight's 
pawA, in case it be taken. 

(m) To force the knight that covers ypur king, seeing n# 
move better J for by taking your pawn he would equally lose. 
4 
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S3* Q. kn. pawn to K, pawn to adv. 3. 
adv: 4* 

24. Bishop to K. (n) K. r. pawn takes pawn. 

25. Bishop takes pawn. Q. rook takes pawn. 

26. Bishop takes rook. K. rook takes bishop* 

27. King takes rook. Queen to Kr4, chg. 

28. King to knight's Queen gives check-mate. 

square. 
It would appear, that if you succeed in making an opening 
on the adverse king with two or three pawns, the gamj is in 
effect won. . 

(n) If he takes the pawn with his bishop he also loses. 



K 
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PRACTICAL COMMENTARY 

On the Second and Third Moves tf the Tarty. 

The Anonymous Mobenese [LoUi's Work, 

p. 366.] contends, that at the third move, the Black 

ought not to take with the K. pawn : but should 

^lay: 

3. 
B. K. knight to the bishop'^s 3d. 

* Thm the following course appears to he considered by him as 
the best of the alternatives jthai can be proposed for the second 
player. 

W. Q. bishop to adverse K. knight's 4th. 

4. 
B. The K. pawn takes the Q. pawn. 
W. The queen takes the pawn. 

5. 
B. The queen gives check. 
W. The Q. bishop interposes. 

6. 
B. The queen to her bishop's 4th. 
W. The queen takes the queen. 

7. 
B. The K. bishop takes the queen. 

The Modenese breaks of roithout specifying the next mofOe if 
the White, An acknowledged pupil would probably play the 
*^ quken's knight to the bishop's Sdy" and undesignedly ruin the 
parity of situation; instead of playing: 

W. K. bishop to the queen's 3d. 
The MoDEKESE, in conclusion, observes : '' The Black is 
<* secure of making a timely opening by the queen's pawn two 
** squares, without any detriment to his position. I therefore 
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** deduce, that our Author had not sufficient grptmd^ for anti- 
*' cipfiting an ui)fi^vourab|ie result frpm the second mpve in 
'* question, which Rui Lopez admits into his treatise, and 
** which PiETRO CARKBaA, iirho rigidly criticised it, has not 
^ censured." 

On the pther hand, the Author of the In- 
troduction is pot satisfied that PniiLiDOR would 
have made or tolerated the third counter-step above 
assumed for the White, which is a lost move. In- 
stead of playing the bishop, perhaps he would have 
answered the move of the knight a& follows : 

3. 
*' B. K. knight to bishop's 3d." 

W. Q. PAWN TAKES K. PAWN. 
This is mentioned Inf the Modenese, but passed over as not likely 
tO; be pursued f 

4. 
B. The queen gives check. 
W.. Q. b. pawn interposes. 

5. 
B. The que^a takes the doubled pawn. 
W. K. bishop ♦o the queen's 3d. 
Tou are compelled to subinit to the temporary loss of a pawn* 

6. K. knight takes p. r^**— 

See the observation at the ISth mace. 
K. knight to b3. 

7. Queen to K3. Castles. 

8. Q. pawn 2 squares. K. rook to K. 

He cannot prevent ^oufrom recovering the pawn. If he play 
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K. bishop to Q. Ushop'a 4M, j/im take his Mght with ytmur Ushopf 
and, on his taking toith the pawn^ attack Us queen with your 
knight. Therefore^ 

9. K. b. pawn 2 sq. K. knight to adv. 4. 
10, Queen to K4. K, b. pawn 1 square. 

U.K. bishop checks. Q. bishop interposes, 
pawrn 12. K. bishop to Q3. K. kn./l square. 
, ' r, ' '13. K. r. pawn 1 square. K. b. pawn takes knight 
14. K. r. pawn takes K. file p. takes b. pawn, 
knight. 
A 15. The distressed state of his position proves, that at the sixth 
*■ mooe he ought not to haloe taken the pawn which you were unable 
properly to defend :' But even then his garni would have been more 
incommodious than in Philidor's original party » 

The champions of the move censured^ appear to 
have a sincere opinion of its excellence ; as most of 
them have avoided to offer any exam^de of the pro* 
per mode of opposing it The following scanty 
specimen is extracted from Lolli, p. 158* 

1- 
B. The queen's bishop's pawn 1 square* 
He makes thejirst and second moves in a diferent order, but 
the positionis the same. 

W. K. pawn 2 squares^ 

B« K. pawn to its extent. 

W. K. knight to the bishop's 3di 

3. 
B. The queen to her bishop's 2^d< 
W. K. bishop to Q. bishop's 4tb. 
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B. K. knight to the bishop's 3d. 
LoLLi prrfesses to i^^nduct the play equally no farther than to 
add, that the fourth move of the second player should be either, 
W. Q. knight to bishop's 3d. Or, Q. pawn 1 sq. 

If the former, the Black should play K. bishop 
to adverse Q. knight's fourth, to gain the better 
position ; and if the latter be the counter-play, what 
can prevent the first player from immediately estab- 
lishing two pawns in the centre? Philidor's de- 
fence is superior; and his assertion, that ^^ the 
" second player, by pushing the queen's pawn two 
'^ squares, may gain the attack," appears to be 
correct 
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FIRST BACK GAME, 

Phyed from Leader. »' ' 

«... V . ■ ' ' • ' • \ 

Move censured in Note (c) 

5. Q, b. pawrx 1 sxjuare. K. bishop gives. chepk: 

6. Q. bishop interposes. Bishop .takes/{)ishop,!c%. 
7n Queen takes bishop. Que^ii to .3^^ ... 

8. Q. knight to b3. Q. b'. pawn two squares. " 

9. Q. kmght to adv. 4. Queen to Ks. ^ '. 
10, i^. bishop to K2. Q, knight to b3. ' ^ ' 
ILK. bp. to his 3d sq. Q. knight to adv. Q4. 
12. I^night takes, knight Kvp. takes knt. discg. chL 

13- Xnight irtterposes, K. knight to b3. ^ ' 

14- Castles with K. rook. Queen to 3. 

15. K. rook to K. King to b2. 

16. Knight to Kb4. K. r. pawn 2 squares. 
17- Knight to adv, Q4. Q. bishop to K3. 

1 8' Knight takes knight. King takes knight. 

19. Bishop takes Q. kn. Q^EQfik attacks bishop. 

pawn. ? 

20. Bishop retires to 3. K. kn. pawn 2 squares. 

21. K. kn. pawn 1 sq. K. kn. pawn to adv. 4- 

22. Bishop to Kk2. K. r. pawn to adv. 4. 
23- K. rook to K2, K. rook to 4. 

24. Q. rook to K. Bishop to Q2. 

'25. K. rook to adv. K4. Pawn takes pawn. 
26. Rook's pawn takes Q. rook to Kr« 

pawn. 
27* Q. kn. p. 2 squares* Bishop to his 3d. 
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18a 



IS, K. rook gives check. 

On this move the Editor has a Variation, which draws the 
Game. 



King to b2. 



29- Rook takes queen. K. rook gives check. 
SO. Bishop takes rook^ Rook takes bishop, and 

gives check' mat €• 



VARIATION BY THE EDITOR. 

POSITION OF THE PIECES, 




Black to move. 



Digitized by 



Google 



184. philidor's analysis. 

28. Bishop takes bishop. Queen takes bishop* 

29- K. rook to adv- KS, Queen takes rook^: 

chg. t^^M^^ 

so* Rook takes queen, King takes rook* 

chg. 

3 1 . King to B. K. rook to adv. Kr, chg. 

32. King to 2, Q, rook to K. 

33. Queen to Kb4. {a) King to b3, discg. chk, 

34. King to Q2. K, rook to adv. K, 

35. Queen checks at 

adv. Kr3, 

Can make a drawn game hy perpetual check; or will win a 
rook, if the white king, to escape from perpetual check, cross 
the K. file. But the queen, as often as the white king retires to 
his bishop's square, must check f^t ft^verse JC, rook's Sd^ and 
j^oX in the angle. 



SECOND BACK GAME, ' 

Played from Leader. 

6. Queen to her bp's. 2d. K. bishop to Qb4*. 

7. Q. pawn takes pawnf. Pawq takes pawn. 

(a) To open for the king the only passage by which he can i 



escape. 

* This is a fine move ; because if the adversary take your 
K. pavyn, causing one of yours to stand isolated, which seems to 
yield an advantage to him, your bishop gets a command of th^ 
diagonal which it is not easy to obstruct. — £ditor. 

f Q. pawn ftuotlier s<}Uftre, seems i^ safer course, — £• 

V 
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8. Q. b, p. another sq. * Queen to ad?o. Q4. 

9. Q. knight to b3. K. knight to b3. 

10. Q. knight to adxi. 4. Queen to her square. --^ X. / 

11. Q. r. pawn 1 square. Q. r. pawn 2 squares. 

12. K. knight to K2. Castles. 

13. K. kn. pawn 1 square; Q. bishop to adv. Kk4. 

14. K. bishop to kn. 2d. Q. bishop to ttio. K:b3. 

15. K. knight to his sq. Q. bishop takes bishop. 

16. Queen takes bishop. K.kn. to ^£ft;. 4. 

Yl. K. kni^t to eS; Q. knight to b3. : \ 

18. Q. knight to b3. Queen to adi:^. Q4. . 

19. Q. knight to K2. Queen to adv^ Q3. 
SO. Q. bishop to Qfi. . K. file p. to adv. 3. 

2 1 . Q. bishop to 3. : Q. rook to Q. ' - < t (^ / J 
£2. K. knight to a&o. 4. Queen cktcks at adv. Q2. T$r> # >C ? 

23. Bishop takes queen. Pawn takes bishop, chg. . "^'^^ ' "^ 

24. King to ^./-^ J ^7. ^xxi^X. gives chtck-mate. 

\\ is difficult to say, whether the defeat of the first player is 
owing to the weakness of the posi^tion wl^ea this Back G^mf 
opens, or to superior contrivance unconsciously exerted by 
Philidou in the reaction to which the second move certainly 
gives ropnif The points for variations on this Back Game seem 
to be the 7th and 3th moves ; here a momentary daring is fol- 
lowed by supineness under inenace. Either try a circumspect 
defence in place of the £rst, or proceed to a. consistent and 
spirited counter-attack. The First Player is reduced to contend 
for equality ; but that he cannot attain this, is pot depiosstrated. 
— AuTHOfi o? THE Introduction* 

* This move abandons the command of an important ' 
square. — £• 
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£Dpentn90 of Eegulat Patttest^ 



The Editor has transposed to tUs. place the 
Six R^oiar Parties of PhiudOr, which he had 
inserted between the Queen's Gdmbit and the 
Salvio Gambit. This singular association niay 
be attributed to his having originally composed 
a work not containing the Regular Parties or 
the SaPoii^ Gambit; and coming late to the enter- 
tainmetity they could not get. intb their places. 
The phrase " Regdat Party'* is employed. by 
Pn I LI DOR as a' term of distincdon for any game 
that is not a Gambit: it applies only to the 
radical moves^ as the opening features have one 
general character, and; does . not exclude any 
intricacy which may arise from enterprise or 
deep combination ; nor the dislocating and scatter- 
ing effect of a want of vigiliance on one side, and 
bold and successful charges, on the other. Indeed 
the Fqur Examples i^lready given lare as^ much 
\Regular PartieSy as the six which immediately 
follow : the only difference is, those are Games 
played to a conclusion ; and these are Models of 
Openings, investigating the tendency of radical 
moves, and declaring the probable resul^t without 
pursuing it. Two of these Openings coincide ixir 
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their radical moves with the parties already played 
out ; and the^ojther four assf^ the validity of fonns 
of play and counterplay, distinct from any of the 
preceding. 

The examples which begin alike are : 

First Party • Fourth Regular Party. 

Second Party Tiird JUgular Party* 

Fourth Party • • •This can be reduced, at the option 

of the First Player j to- a coin- 
cidence with the last 
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irir0t Eegulat H^sxtB. 

!• 

W. King's pawn 2 squares. 
B. The same. 

2. 
W, K. bishop to Q. bishop's 4th. (a) 
B. The same, (jb) 

3. . 
W. Q. b. pawn 1 square. 
B. The queen tp her king's 2d. (c) 

4. 
W. K. knight to bishop's 3d. (d) 
B. The same, (e) 

(a) This is the best place the K. bishop can occupy in the 
opening of a party ; here, he batters the adverse K. b. pawn, 
against which the first attacks are generally formed. ^ 

(b) The black being able to play different ways, we make 
different parties of it See them under the titles Second; Third; 
Fourth ; and Fifth Regular Party. 

(c) He prevents you from establishing two pawns arbreast, 
and occupying the centre. To prevent that, the black has 
another way of playing; shewn in the First Back Game, and 
the Supplement to the First Back Game. — Philidor. It is 
observable that our Author never resorts to this defence in the 
Games Played without seeing the Board* 

(d) If you had moved this knight to king's second square^ you 
would have lost ; exemplified in the Second Back Game. 

(e) He would have weakened his position, had he taken your 
pawn with his Hshop ; as the Third Back Game evinces. 
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5. 

W. The queen to king's 2d. 
B, Q. pawn 1 square. (/) 

6. 
W. Q. pawn 1 square* (jg) 
B. Q. b. pawn 1 square. (A) 

7. 
W. K.r. pawn 1 square. 
B. The same. (0 

8. 
W. Q. bishop to king's 3d. (k) 
B. The K. bishop takes the bishop. (/) 

9. 
W. The queen takes the bishop. 
B. Q. bishop to king's 3d. 

(/) Had he attacked your K. h, pmofi %oith ku knight, it 
would have given you time to establish yoor pawns in the< 
centre. The result is seen in the Fourth Back Game. 

(g) U yovL push tkii pawn txoo squares, as in the Fifth Back 
Game, you occupy the centre only for a moment. 

(A) If he had. played his Q. bishop to your K. knight's fourth 
•quare, you must equally have advanced K. r. pawn. To let 
a superior piece remain under the masked attack of the adverse 
iHshop, confines two pieces. 

(t) The pawns have been played on both sides to prevent the 
bishops from confining the knights. 

(k) When the Q. pawn cannot be interposed to the action of 
the adverse K. bishop upon your K. b. pawn, keep your Q. 
bishop prepared to offer an exchange; because that is the only 
piece whi<ih.can effectually oppose the K. bishop. 

(0 If he had moved back» he would have lost a turn : when 
you exchange pieces^ it is an advantage to take first 
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10. 
W. The K. bishop takes the bishop. 
B. The queen takes the bishop, (m) 

U. 
W. Q. knight to queen's £d. 
B, The same. 

12. 
W. The king castles ;w^ith his rook. 
B. The same. 

The game is equal; the wkite has only, what be set out 
withy the move; he who can first bring his K. b. p^wn into 
play, by pushing it two squares, without making any sacrifice, 
or deranging his pieces, will have the superiority of situation. 

(tn) An additional service now result^ from playiifg your 
K. r. pawn at the seventh move^ for he mi^ht ebe attack you 
with his K. knight, and afterwards play his K. b. pawn to 
bring the kaigbt again into action: tUase'bits ougid to be. 
eagerly improved, especiaUyaii parties whereia jour adversary 
forces out your^knights before your pawns* 



FIRST BACK GAME. 

5. 
B. Queen's knight to bishop's 3d. (a) 

: • 4. 
W. Queen's pawn two squares. 
■— Pawn takes pawn, (b) 



, (a) Aiming to hinderyou from pushing Q.. p^(^n twp, &q. If 
he play Q. b. pawn^ your next moves might equ^y ;t^«^ pla^f 
{b) K. biihop^ to Q. knight^s third, in Suppkinent* 
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5. K. bp. takes pawn, chg. King takes bishop, (c) 

6. Qu. to adv. Kr4, chg. K. kn. pawn 1 square. 

7. Queen takes bishop. 

And will have a very good game. 

(c) If he refuse your bishop, you must take hift K^ knight, 
and push your Q. kn. pawn two squares, attacking his bishop; 
and afterwards push the same pawn upon his knight, to win the 
pawn with your Q. b» pawn, instead of changing pawns*. 

SUPPLEMENT 

TO TH£ FIRST BACK OAM£. 
4. 

B. K. BISHOP TO Q. knight's 3d. 

5. 
W. K. knight to king's 2d. 
B. K. kaight to his bishop's 3d. 

6. 
W. The queen to her 3d square. 
B. The king castles. 

7. 
W. K. b. pawn 2 squares. 
B. K. pawn takes queen's pawn. 

8. 
W. K. pawn 1 square, (a) 
B. Q. pawn 2 squares, (b) 

(a) If he withdraw the assailed knight, you can establish 
your pawns in the centre. 

(b) He hereby obstructs your king's bishop, and gains time 
to place his knight in an eligible position. 
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9. 
W. K. bishop to Q. knight's 3d. 
B. K. knight to adverse king's 4tb. 

10. 
W. Q. b. pawn takes the pawn. 
B. K. b. pawn 2 squares, (c) 

11. 
W. Q. knight to bishop's 3d. 
B. Q. bishop to king's 3d. (d) 

(c) In order that he may play his qaeen's hishop to his king's 
third square, without disturbance from your pawn. 

(d) The black pieces have as good a ^me as the white i 
there is indeed a pawn passed and sustained on the side of the 
white ; but this advantage is counterbalanced by the imposing 
attitude of the black K. knight, who cannot be dislodged but 
by changing piece for piece ; and in^ that case, the pawns of 
the black would unite in the centre, giving equally to them • 
passed pawn« 
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SECOND BACK GAME. 

Flayed from Leaiet^ 
Error in Attack. 

% K. knight tp Kg. (a) K. bp. takes pawn, chg. 

5. King takes bishop. Queea to b^r p4i chg. 

6. Q. pawn interposes. Queen takes bishop. 

7. Q. knight to r3. The queen to K4. <^» 
Black must win, having the advantage of a pawn, added to 

a good situation. 

(a) If this move di4 lK>t cotf yon % pawn, it would un- 
doubtedly be the most politic^.as it is the most convenient 
place for the knight ; because here he does not obstruct the 
passage of Ihe pawns. But it is sometimes expedient to 
obstruct'^.pitvii9 with ^ knight; to avoid 1^ grafter disad- 
iWtap^ ^n^f re this with the Third Back Gam^ 



THIRD BACK GAME. 

Exceptimable Move in Defence. 

^ -,- — , , K. bp. tai;?s p., chg. (b) 

^. Xiflg tjaJk?s bis)M)p, Q»e?n to }fff b4., ,(j^^ 
6^ Q. pawn kiterpo^es. Queen takes ^ishop. 

(i) This, by feroing y^Mur king to move, disabks htm from 
eaatUng; butlhei« isho disadvantage involved in not castling 
wh^B your faeces can easily gel ,out; very often it is even 
Iwtter so, provided your king be safe. 
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/. K- knt takes K- p. Queen to her KS. 

8. Queen to Kb3. Q. pawn 1 square. 

9. K. knight to Q3. K. knight to b3. 
10. K. rook to K. Castfes. 

• The will te player has the advantage ; his pieces brought out 
to batter effect, and t\vb pawns in the centre. 



FOURTH BACK GAME. ' . ' 

PlOj/edfrom Leader, 
Error in Defence. 

5. : ^^ — — i «— r-7? Ri. knight to adv. 4. 

6. Q. pawn fi squares. < Pai^ii takes pawn. 

7. Pawn takes pawn. "the K. bishop gives chk. 

8. Q. knight to b3. (a) K. knt. returns to b3. (6) 

9. K. bishop to Q3. Castles, (c) 

10. Castles. Q. pawn 1 square. 

(d) If he take this kni^l with bis bishop, the change will 
bring your pawns into the centre. 

(p) You might push K. pawn on his knight, and get two 
moves by so doing ; but this pawn once pushed, the adversary 
would offer twice to change it, by playing Q. pawn a square, 
and K. i). pawn a square:' your pawn would/ tkenilye, and 
must remain, alone ; it is, therefore, better to leave your two 
pawns a-breast, to avoid opening your game.,. In marching his 
knight, and retrograding, he has uselessly consii^ed twojnoves. 

(c) To attack your; K.^pawn -^ith his rook ; yon mus^ there- 
fore castle, to sustain the pawn withiyour counter-rook. . 
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1 1. K. r. pawn 1 square. The same. 
IS. Q. bishop to Q2. - • - - 

It i^' evident that the white player has the better game^ 
having the advanUige of thiiee moves more than the black, and 
the centre pawns tactically advanced : nothing remains on the 
side of the white, but to remove the obstruction to the motion 
of the king's bishop's pawn as soon as possible ; that will decide 
the game against the black. '' 



FItTH BACK GAME. 

Played from Leader^ . . * 1 

■ ■> . ■ ■; 6. ,■. ; „■. ; .. ■- ■. 
W. Q. pawn 2 squares. 
B. Pawn takes pawn. 

W.; Pawn talkies paji^U.. ,^ .,., ... 
■ ' ' ■' B. K. bishop gwes checL^ . .. . . 

W. Q. bishop interposes. 

B. Bishop takes the bishop.' ' 

W. Q. knight takes fthe bishop. , . , 
B. Q. pawn 1 square. ' » 

This party is equal ; your central pawns must 1>6 broken: 
this mode of play may be ventured with an ahtagonist'tb whom 
you give some odds:, by opening the game, you frequently 
make a more speedy impression on a less skilful antagonist. 
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196 FHIXtDOa'« AMAVmB. 

^econo Kegulat j^artSf 

VARIANT, rtlOM THE JTIRST, Af THE SECOND 
MOVE OF THE BLACK. 

W. King's pawn S^&q^wros. 
B. The same. 

W. K. bishop to Q. bishop*s 4th. 

2. '^^ — |j:.|t4g^tOB3.* 

3. Q. pawn 1 square. , K. bishop to Qb4. 

4. K. knight to B3.(a) Q. pawn 1 square. 

5. Q. b. pawn 1 square. Castles, (b) 

* Played by Philidor in Match with Capt. Smith, Qama 
wUkaut seeing ike Board, III.* 3 : notwithstanding which, onr 
Author closes this example wiAi a summary new calculated to 
prevent this counter-move "from b^iag relied on. There are 
_ other authorities 4md'Man(|ik»iar and agunst it : but I think 
it roagr be demonstrated to involve some disadvantage. — 
Editor. 

(a) Though stationing the pieces before the pawns must not 
be lightly done, 1 think this play is necessary, to keep the ad- 
vantage of the mpve. You might, however, push K. b. pawn 
two squares;: Mi^fa a game, ^Ihoagh it embarhB in danger, is 
calcuhited to disconc^ a «if re observer of routine, to whom 
. some advantiige is given. 

ffi) If, instead^ he j)lay Q. bishop to your K. knight's fourth, 
.^play.your queen to her knight's third, which will give you the 
game; but should be pli^y the sakne bishop to his Jking's third, 
exchange, and then play queen to knight's third. 



Digitized by 



Google 



SECOlfP BJ^OUIiAB PABTY. ISff 

6. Q. r. pawiK2 squares. TJK same, (c) i 

7. Castles. Q. bisiiop ta K3.(i{) 
8* Bishop takes bisliop. Pawn takes bbhcqp. . 
9. Queen to her kn. 3d. (e) Queen to Qb. 

10. Q. pawn ] square. K. pawn takes pawn. 

11. Fawn takes pawp. Bishqpi to Qk3. (/) 
ihif^Xia. Q. knight to b3. Thesawe-; 

^/^ r* Id. Q. bishop to K3. K. ktright to «*. 4; 
14.^ i^. r. pawn 1 square.(^) Knight takes bishop. 
15. Pawn takes knight;* K. r. pawn 1 sq. (A) 

(c) If he had Dot opened a diagonal square, his king's bishop 
must have been forced by your pawns. 

(d) Mad he played this bishop to your K. knight's fourth, you 
must have pushed Q. pawn ; and if he then take your K. knight, 
you reprise with knight's pawn, the better to bring your rooks 
into play, as they theft fa«v» «a appseacfa to the pawns that 
cover the adverse king. 

(e) Your queen attacks two pawns, which the adversary can 
only sustain by placing his queen at her bishop's square: this 
situation may take place in the first moves of a party, and fre- 
quently the adversary cannot support both pawns. 

(/) If he had played his bishop to your Q. knighf s fourth, 
you must have sustained your K. pawn with the queen. 

(g) You thus force the knight to retreat or to take, which is 
better than suffering him to hover over the pieces, to make a 
capture at his own convenience. 

(k) To hinder your knight from attacking his K. pawn, in 
which case he would be forced to defend it with his rook, 
which would afford you time to double your rooks on K. 
' bishop's file. It is proper to observe, that in almost every 
case, whoever commands an opening with double rooks, must 
have the advantage ; it is therefore a maxim not lightly to 
yield these passes. -^ 
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1^8 .9HrLIDOB*S ANUkL791«» 

16. K. ko^ psMrnfi squares. The same. • / 

17. K. H>ok to>*i. Queen to 2. 

18. Q. irbok to Kb. / King to ktiightfs 3d. 

. . J I.? •. •> : .. ; . . •' . 

So situated,. the white mii^ have chiefly in yiew to oblige the 
adversary to push his K. pawn a square, so that' he may place 
a^l^igkt/^if^itttneci Ixy twopawns/kt "thefburthsquare ofvd^ 
verse K. bishop; iikick$>ught to decidcihe game m kis favour, 
Th^ blaeJK.wi^Wi^ bpp<^i^9P» prepare y^ 4oyiUe fbe (wo foqks, 
an4 hrixig^ Q^ b* pf w|l ^nto* play^ ^ushipgitr ty o squares,- 
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THIRD REGUIiAR' PARTY. 19fl 



CliitD iaeguiat n^ms, 

VARIANT FROM THE FIRST, AT THE SECOND 
MOVE OF THEl BLACK« ' 

■»• ..,■ ..:.:-l .-.7 

W. King's pawn ^ squares.^ ^ . I 
B. The same. 

W. K. bishop to Q. bisbjoip^'* 4th. 
B. Q. b. pawn 1. square* (a) 

(a) He prepares to push Q« paWn'twa ^tiares, ik order to 
intercept the action of your bishop, occupy the centre with 
his pawns, and recover the advantage of the mbv^y-^ Philidor. 
The reader may like to be apprised that Pbilidor^p^ays this coun- 
termove in three of his Gamei without teeing ihe Board, 1. 1 ; — 
III. 1 ; — III. 2. This recurring adoption of it shews his prac- 
tical reliance on it as a defensivt^ ste^ ^^iut l!hT)se batches do 
not demonstrate it to be>cri1fically vali4 ;idr as he wins against 
the move, the attack must in. some part he .miscooiiucted. 
None of his antagonists take the third step, in this example^ 
and as their alternatives ajl differ, their want of success tends 
to shew that no good substitutipn^cap be found for; the mode of 
keeping the attack, taught in this and the Second P artt, p. 1 53. 
But there is a discordance between the event of the. Sxcokd 
Party, and the result here: according to that, the radical 
counter-move, so often resorted to by the Master, under the 
utmost trials of skill, is questiorudt(e ; according t;o this, the 
same defence makes an even game. The attack is punued dif-r 
ferently there at a point to be specified.— Authoe of thu. 

JNTaOIXUCTION. 
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300 FHILIDOR's AVALTBJS. 

3. 
W. Q. PAWN 2 SQUARES. 

B. 1^/pftir^ takes pawn- (6) 

4. 
W. .The.queen takes the pawn. 
B. Q; pawn 1 square, (c) 

5. 
W. K. b. pawn 2 squares. 
B. Q. bishop to king*s 3d. (d) 

6. 
W. The bishop takes the bishop. 

[The bhhb^ JiXTXE£fc jfo <}VEiiK's third 
>. ' • 9WA^i^* Secmid fa^, p. -1 54.] 
B. The pawn takes the bisbopt. 

7. 
W. Q. b. jwtwn 2 squares. 
B. Q. pawn 1 square, (e) 

8- ' 
W. The Q. b. pawn takes the pawn. 
B. The K.^^awn takes the pawn. (/) 

(i) He might/according to his first design, have j^ushed Q. 
pawn two squarei ;-^iritd i& the first Back Game. 

(c) If he had played K. knight to his bishot>'s third, you 
must have attacked the knight with K. pawn, by which play 
ycm would have won many moves. * 

(ft) If, instead, he had advafaced K. b. p&wn two squares, 
you must have pushed your K. pawn. 

(r) In order to break your pawns in the centre, or establish 
his pawns strongly on the queeA^S side. He would h^ve (>[ayed 
wrong, had he pushed Q. b.ptmn upon yoUr queen ; as appears 
by the Second Back Game. 

(/) It were improper for the adversary to take with Q< Ek 
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THIRD REOULAB FABTT. 

I 

9. 
W.K. pBj^Utoadp.AitkL . 
B. Q. b. pttwn 1 Square; 

10. 
W. The qiiem ta K. bbhopih id,<gO 
B« Q, koight to bisbcrp'a 84* 

r». .'•'•'• 

W. K. knight to bishop's 3d. 
B. Q. pawn 1 square, (h) 

W« The king casdes. 

B. The queen to her 4tb squiuie. 

13. 
W. K, rook to queeii^^ square:! (t) 
B. The king casdes. (k) 

14. 
W. Q. kn. pawn 1 square. 
B. it. knight to rook's Sd. 

pawn, because his pieces would, be confinedy and their range of 
action less extensive £hah yours. 

(g) It would be usefels to give check wi(b the qti^i^i and 
without a sufficient bbj^ct^ sbe^ught ndt to^uiltbefoufo^ntfe 
files in the centre; she should stand. behind the prinoipBl^wHs^ 
especially in the beginning of a party. 

(A) It were bad play to push his Q. b. pawn, which he does 
in the Third Back Game. When a player has a cordon of pawns, 
it is materia) to flil^b the leading one. 

it) InUipmmkM to prevent him ftoVm pushing hh Q. b. 
pswA/^hteh widaki bring two df his pawns fr'breast upon your 
ground ; besidel liberating his bishop. 

(k) Had he )iuib^ Ql kn. ]^tt Iwo squares, you had won a 
pawn^ by aMMttng htsqu^te wllii Q. kkight. 
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S0£ . PHIXIDOa's AXALTSia. 

15.. 
W. Q. knight 4a rook's ad. 
B. K. bishop to kibg'd 2cl. .,) .' 

I6i 
W. Q. bishop to Q. knight'sSd: . ./ 

This party is quite xvbh ; th« p«si|ioa is^ (^riod on one 
»de as the other: the bishops. 4t^ reduced to a narrow field, 
and the rooks are free. . ' ° ' ., 



FIRST BACfc GAME.- 

Eaet^kmdUt Moee m Dtfenccx- • " 

r.' . . . ■ ^ .t 

3. ^' — Q. pawn 2 sq. 

4. K. pawn takes pawn. Q. b. pawn t^espawn. 

5. K. bp. gives chk. (fl) Bishop inter^se»» 

6. Bishop takes bishop. Knight takes bishop. 
7* Pawn tietkes pawn. Knight takes pawn. 
8. Queen. to 1^% , Thp same. (^) 

S. Q. knight to b8, . Castles, 
ft. 10. Q. bishop to Kb4. ^. knight to b3. 
11. Castles. * "' 



(a) If you bad removed tl^is t^shop .to queen's, third, you. 
had lo&t both the move and ihp advantage of iitmiiiony be- 
cause he would make himself ix^i^^<>f thei centre, byipushing 
K. pawn. .■ I . , i 

(p) If he had sustained this .)(nigbt< \)y any ..other picice,^ he 
would have been forced by your pU^ing K. b.]ii^w9» ' .. 
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THIRD BEGULAR PARTY. 203 

In thi9 st^j you have two distinct olj^ts to aim,a%:'either9 
if the covnter-play permit, to dispose your pieces for .cpmhining 
with Q. bishop, whose range annoys tbe adverse king ; or, to 
attack Q. pawn, which being isolated, can only be sustained by 
pieces. It is advantageous to attack a separated pawn -^ as it 
either confines the adverse pieces in supporting it, or compels 
the pawn to a4yancein distress; The Fiist Back Game of .tht 
Second Party pursues this position, a / '. ; .• . 



SECOND BACK GAME. 

Played from Leader. ^^» 
• Error in Defence. 

Q. b. pawn l.sq. (fl) 



8. Queen to 3. K. knight to. b3«; 

.0. Q. knight to b3. The same. . -. ^ 

10. Q. r. pawn 1 sq. (i) K. bishop to K2. 

11. K. knight to b3. Castles. ..: /.\. 

12. K. kn. pawn 1 sq. (c) Q. knight to r4. (d) 

(a) This allows you to lay a foundation for victory!* Give 
him no new opportunity of pushin^Q. pawn ; if you block that, 
his K. bishop roust remain imprisoned^ and your pieces will 
command more of the' field than his; ^ 

(6) This move is essential ; he would ebe attack your queen 
with Q. knight; by which he wpuld obtain liberty tg push Q* 
pawn, and disengage his pieces^ * • ^ , . . 

(c) If, without fkis preludcy you had seated Q. bishop af king's 
third, he would have played K: knight to your fourth*, in of^eh 
to take your bishop, and free that of his king. ' It i» convenient 
to pxeserye a bishop of the same; dia^naJ, to cpun^erapt i^d- 
irerse K. bishop. - ,..•...: 

(d) To exchange this knight for your bishop. 
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204 FHILIDORS ANALYSIS. 

15. Q: bishop tt> KS. Q. leiH^ taadi^. Qti^. 

14. Q. rook to Q. K. knight to ado. Kk4. 

15. Q. bishop to Kk. (e) Q. r. pawn 1 sq. (/) 

16. K. r. pawn. 1 sq. K. knight to b3. 

17. Q. bishop to KS. K* knight to ii4. 

}». Q. knfght to KS. Q. knight to ]i4. (g) 
19- Castles. 

From this situation you may proceed by a certain path to 
win ; but it will depend on preventing his Q. pawn from ad- 
vancing, and on not hastily pushing (he pawns en the right, till 
the king is ready to sustain them. 

(e) None of the attacks of the adversary are dangerous, be> 
cause they do not break your centre ; and you may dislodge 
the knights whenever you please: thb proves that effective 
attacks are to be made only by the co-operation of several pieces. 
The defence must bo negligent, when attacks succeed wilh one 
or two. - . 

(/) To hinder your Q. knight from attacking his Q. pawni> 
(g) Instead of removing this kmght, he .might have sustained 
him by playing hb queen to her knight's third: then you 
would have pushed K. kn. pawn. 



THIRD BACK GAME- 

flayed from^ Lifter 4 
1 J, -—I—: — . ^ Q. b. pawn I sq. 

12. Q. bishop to KS, K. bishop giv€& check. 

13. Q. knight interposes K. knight to KS. 

at b3» (a) 

(a) If he take yoot knight, his Q. pawn must fall into your 
hands; because it cannot be sustained by any ^ther pawn, 
while you may attack it with all your pieces. 
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THIRD AEOULAft FABTY. 205 

14. Castles with K. rook« K. knight to b4. (b) 

15. Q. rook to Q. (c) Knight takes bishop. 
15.. Queen takes knight Q. knight to K2. . 

17. King to jL {d) Bishop takes knight (e) 

18. Pawn takes bishop. Castles. 

In this situation the first player roust win ; the remaining 
measures being — to hinder the adverse Q. pawn from coming 
into play ; and to sustain the centre pawns, Aot advancing thera 
too hastily. 

(6) He plays this knight to get rid of your bishop ; and after- 
wards prepare a point of support for his K. bishop on die 
diagonal of your king and queen, which would prove very 
dangerous. 

(c) CompeUing him eilher .ti> sustain his Q. paw«, or to take 
your knight 

(<0 It might -seem that you could yake his Q. pawn with 
your knight, and afterwards play queen to your king's fourth, 
to force his knight : but he would then disengage his queen b^ 
giving check ; so that this move is previously necessary. 

(«) Having no more supports for his Q. pawn, he i3 force! 
to take your knight to preserve it. 



»l " I' M 
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SG6 PHILIDOE's ANALYSIS. 

jFouttf) laegular Partp, 

VARIAINT -FROM THE FIRST, AT THE THJRIJ 
MOVE OF THE DEFENCE. ' 

1. 

W. Kings pawn 2 squares. 
B. The same. 

2. 
W. K. bishop to. Q. bishop's 4th. 
. . , B. The same. 

3. 
W. Q. b. pawn 1 square. 

B. K. KNIGHT TO bishop's Sdw 

The validity of this defence is c[uestioned by some professors 
on the grounds which have been stated in Apology and Critique. 
The impugners of it have not demonstrated that it involves de- 
feat; and as the objection originates with the Modenese, it ap- 
pears inconsistent with his Critique on the First Party of the 
Analysis; which he says may be reduced to an equal position, 
although that agrees with this model, up to the fifth counter- 
move exclusive. According to Phili dor's summary closing 
the presetit series, the final result from this opening ought to be 
an even game. By a change in the attack, founded on his Back 
Game, the Second Player may be compelled to take two varie- 
ties of a difficult position ; the one in some degree confined, 
and demanding contrivance to bring the pieces into action; 
the other a labyrinth, from which a player, however familiar 
with the board, cannot emerge successfully without unremitting 
vigilance. Possibly to avoid such a labyrinth, Philidoe ab- 
stained from this step in playing without seeing the board. 
— Author or the Introduction. 
3 
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POUBTH REGULAR T^AtiTt. WT 

4; 

W. Q. pawn 2 squatis. {d) 

B. The pawn takes the paWm - ^* 

W. The pawn takes the pa\vn. (b) * 
B. The K. bishop gives check (py 

6. 
W. The Q. bishop interposes/' ''^ 
B. The bishop takes the bishop. ' 

71 
W. TheQ. knight takes the bishop. 
B. Q. pawn 3 squares; (d) • 

8l 
W. The K. pawn takes the pawn. • 
B. The knight takes thfe pawbJ 

9: 
W. The queen to her knigbt'et Sd.* (e) 
B. Q. b. pawn 1 square: • '^ • '» 

(a) You might push this paWn only one square ; then your 
situation might come at the 5th move to coincide* either with 
First Regitktr Farttf^ or Fifth Regular Forty ^ according to the 
counter-play. 

(6) tiistead of Kpridng immediately, yoo might push- JITi'iMnDft 
to ado. 4, a^ iti the Back Game;' which would not be amiss 
against' a' played to whom sotoe ^nI vantage is glven.*-«'PiiitXDOit. 
Our Author seems to undervalue this alternative. — EmvoR. 

(c) To' withdraw tM$^ bishop f& Q. knights tUrdi ' virdiild per- 
mit yot^'ta'eslabUsh your paNriift 4n the ceHttte.- .This position, 
which is a losing •ne, is tried! in 'the First Party. 
' {d) Had he riot played this; he wbuld faav^ given you time for 
securing the possession of the^dE^ntre; 
(e) To check with yikttquei^lflt'kih^ss^ondy would only 
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10. 
W. K. knigbt to king's $d. 
6. Tbe Jung cpstles. 

U. 
W^ Tbe king citstl«9 with hh rooj^, 
B. K,lwgbttoQ.kwgI)t's3d.C/) 

18. 
W. K* biabop ibo <|ueieti's 3d. 
B- Q. tnsbop to kipg^s 3d. 

I?. 
W, Tbe que^o to ber bish^^p's gd- 
B. K. kn« pawii^ 1 square. 

14. 
W. K. b. pasTO 9 0qiWQ$. (sr) 
B. Tbeaame. 

\S. 
W. Q. Jknigbt to K. bi^bop'^ 3d. (A) 
B. Q. knigbt to queen's Sd- 

16. 

W. Q. kn^ht to adoer^ king's 4tb.. 

B. Q. knigbt to K. bisbop's 3d* (i) 

«iia)»Ie the »dyeiftMy ta e4uce hU Q. bidKqp; l^wMi ^ king 
MrijqHMiiitf^ gopemlly, not to be placed on lui open filfir 

(/) Eidierio^emowyour K* bi«hop» «r (o ^ oMt ^ Q. 
bifhop. 

<^) Tio biMkitbe cbfUQ .qf pawnt iiblpli cpver ^ ki9g« 

(i^) ^eetog biMM no pnwxi j^ cnerve ^ \mf fi^f^ ^if ^- 
fourth square, ym pnqiaiie to pga fioe of yoi^ J^pjgt^ts l4i«ni ^ 
wbenoe he ciiMot )]|9 rmoved hut by :»n mchwff v^^^ ^ pi^®» 
which will unite your pawi^ i^^tbe.opPlQi;. 

(0 He wiU notcoQoentie yo^f pawn^ by ishwgiH Ippight^* 
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17. 
W. Q* rook to queen's square. . 
B. K« knight to queen's 4tb. 

18- /'/; ^ ^- ^ t 

Wb The queen to herisecond square, (k) 
B. Q. r. pawn S squares. 

19. 
W. K. knight to Q. bishop's Sd.. ' 

Atfint VMw, I should think the White has. the better game, oH 
account of the place where ih& Q. knight stands ; however, 
such an advantage, unaccompanied by any other, is not de» 
cisive : the Black muit not take the knight before he has dis* 
placed one of the pawns that sustain the knight, which may be 
done as soon as Q. b. pawn be sufficiently supported, by ex.* 
changing it with the white Q, pawn; akd thek ^oth oambs 

WILL BE EVENw 

(Jc) To exclude his knight from your king^s third* 



' BACK GAME. 

5. 
W. King's pawn to adverse 4th. 
B. The queen to king's 2d. (a) 

(a) Had he withdrawn hit knight, that move alone would 
have given you the game. '- i ■•' \ 

V 
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210 PHILIDOBS ANALYSIS. 

6. 

W. Q. b, pawn takes the pawn. 
B. The K. bishop gvoes check. 

7; 
W. The Q. bishop interposes. (5) 
B. The K. bishop takes the bishop. 

.8. 
W.TheQ. knight takes the bishop. 
B* Q4 pawn 1 square, (c) 
, .9. 

W. The queen to king's 2d. (d) 
• B. The Q. pawn takes the pawn. 

10, 
W, The Q.. pawn takes the pawn, 
B. K. knight to queen's 2d. . 

11. 
W. K. b. pawn 2 squares. 
B. K. b. pawn 1 square. ^ 

12. 
W. K. knight to bishop's 3d. 
B. K. b. pawn takes the pawn. ? 

(p) You might interpose Q. knight, at bishop's third : and 
if be then played K. knight to your king's fourth, you would 
not be without means of sustaining your centre. 

(c) Had he pushed this pawn two squares, your centre would 
have been safe. 

{d) If you play K. b* pawn two squares; he equally breaks 
your pawns, by pushing Q. b. pawn to the full extent. 
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FOURTH REGULAR PARTY* SU 

The Black has succeeded in breaking the white central 
pawns. This example shews, how dangerous it is, when two 
pawns stand abreast in the centre, to advance one, before the 
adversary offers to change. You should wait the offer, ahd 
then the pawn may be pushed safely. If, even after you ha<f 
assailed the knight with your pawn, he had advanced his 
queen's or K. b, pawn two squares, your centre would have re- 
mained safe. — PHiLiDOft. The course of attack quoted in 
Afology and Critijue differs from this at the seventh move.*-* 
Editob. ^^/.llDiW ^^€.1^^ 



BfiB 
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2f2. ' PriILII>ORS ANALY61*. 

iPiftlj megulat l^att?, 

VARIANT FROM THE FIRST, AT THE THIRD 
MOVE OF THE DElfENCE, 
'•' 1. • • - 

W. King's pawn S squares* 
B. The same, 

S. 
W. K. bishop to Q. bishop's 4th. 
B. The same. 

3. 
W. Q« b. pawn 1 square. 

Bxceptionabk Move in Defence* 

3. ' Queen to KbS. (a) 

4. K. knight to b3. (A) Q. knight to b3. (c) 

5. Q.kn. pawnSsq-X^O K. bishop to Qk3. 

(a) In the Back Game, he plays qneen to your kin^i rooVs 
fourths 

(b) He forces out your king's knight before your pawn; but 
after repelling the attack, you may bring the pawn into play. 
You might for the knight have substituted the queen ; but she 
is better at her home, because she can support Q. pawn in at- 
tacking his bishop. 

(c) To hinder you from pushing Q. pawn two squares : never- 
theless this move may be ventui^, as is illustrated in another 
party. — Philidor. This other party is not given. — Editor. 

(df) It is not commouly advantageous to push this pawn on 
the bishop ; as the knighf s pawn thus advanced lays open the 
rook, and^when Q. b. pawn is exchanged, is left without sup* 
port, such a step must be taken cautiously. 
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FIFTH REGULAR PA&TT« £13; 

6. Q» r. pawn 2 sq. Q. r. pawn 1 sq. (e) 

7- Q. pawn 1 sq. The same. 

8. K. r. pawn I sq. The same. 

9. Qiteen to K2. Q. bishop to K3- (/) 

10. Q. knight to r3. K. knight to KS. 

1 1. Bishop takes bishop. Queen takes bishop, (g) 

12. Q. fehight to b4. Castles with. K. jrook, (A) 

13. Q. knight takes bp. Pawn takes kni^bt. 

14. Q. bishop to K3. $. knight to Qb« 

15. Castles with K.rook« K* b. pawn Sisq. 

16. K. pawn takes pawn\ Queen takes pawn. \ (i) 

The first object of the White must be, to change K. b. pawn 
with advene K. pawn, and that will make his advantage con- 
spicuous* 

{e) If he had played this pawn two squares, you must have 
pushed yours upon his knight, according to the rule, already 
prescribed, always to advance the attacked pawn. 

(/) Not being able to turn your K. bishop's action with hiK 
pawns, he interposes his Q. bishop. 

(g) To take with the pawn were not bad play. 

(k) Had he castled on queen's side, he would have yielded 
to you, at once, the advantage of situation. 

(i) Had you not taken this pawn, he would have impelled it 
next move on your bishop, have dislodged him, and obtained 
an easy attack on your king's jving with his pawns. 
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BACK GAME. 



Error in Defence. 
- — — Queen to adv. Kr4. 



4. Queen to K2. K. knight to b3. 

5. Q. pawn 1 sq. K. knight to adv. Kk4. 
ifi. K. kn. pawn 1 sq. (a) Queen to KbS. (b) 

7. K- knight to rS. (c) Q. pawn 1 square, 

8. K. b. pawn 1 sq. K. knight to adv. K3. (d) 

9. Q. bp. takes knight K. bishop takes bishop. 

10. Queen tfikes bishop. Q. bishop takes knight. 

1 1 , Q. knight to Q2, The same. 

The White has several moves over the Black* 
The latter engaged in an enterprise which cannot 
succeed against a good player. The queen making 
the premature attack has retreated, and must again 
remove, to avoid the adverse, and make way for hef 
own pawns, 

(a) On this move, K. knight might be played to bishop's 
fhird.-r-PiiiLiDOB. If the principle of the Second Essay in 
the Introduction be coirect, tlie use of this Back Game is 
superseded. 

(p) If instead of his queen retreating, his bishop take K. b. 
pawn, checking, you take his bishop with the queen ; and yoi^ 
will gain a piece. 

(c) The rook's third is not commonly a good place for the 
)cnight, but this defence is compelled. 

{d) Had he withdrawn his knight, you must have placed 
yours at bishop's second, and next move have played Q. bishop 
tp king's third, to t£^ke off the adverse bishop^ 
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SIXTH REGULAR FABTT. Sil5: 

©frtli Kegculat Ipattj* , 

DISTINGUrSHED BY THE COUNT^R-'MOVE. 

W. King's pawn 2 squares. 

B. Q. B. PAWN 2 SQUARES, (o) 

' 2. ■ • : . / . 

. W. K. b. pawn 2 squares. 
B. Q. knight to bishop's Sd. 

3. 
W- K. knight to bishop's 3d. (b) 
B. K. pawn 1 square. 

4* 
W. Q. b. pawn 1 square, (c) 
B. Q. pawn 2 squares. 

(fi) This way of playing against the move^ is entirely defen- 
sive, and therefore not to be adopted if any advantage is 
grouted ; but, commencing on equal terms, it is a good experi- 
ment on the strength of an adversary with whose skill you are 
unacquainted. — Philipor. The Author of the Analym 
makes a* drawn game by this defence, Games played without 
seeing the Boards I. 2. against an attack which is perfectly 
sound. — Editor. 

(p) Had.you not brought out the knight,, he had forced you 
to play the Gambit, by pushing K. pawn two squares^ and 
you could not tak.e without a check from his queen. He must 
then win, if he played afterwards correctly. 

(c) You might push Q. pawn two squares, to change it witli 
his Q. b. pawn; and this course would not be amiss, otherwise 
than by bringing his K. bishop to his Q. bishop's fourth, where 
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5. 

W. K. pawn to ado. 4t 

B, K, b. pawn 2 squares, (J) 

W. Q, pawn 2 squares, 

B. K, knight to rook's 3d. (c) 

7, ... 

W. Q, bishop to king's Sd. 
B, The queen to her knight's 3d. (jT) 

8, 
W. The queen to her 2d square. 
B. K. knight to bishop's Sd, (g*) 

W. Q, pawn takes Q, b. pawn (A) 
B. K. bishop takes pawn. 

be would gteatly annoy your pieces ; for though you have Q, 
bishop to oppose him, a point of support must £rst be provided. 

(d) He might play Q. pawn one square ; in that case, you 
exchange pawns, to hinder him from placing hb pieces on the 
queen's side, corirespondently to yours on the king's, 

(e) It were bad play in him to take your pawn, as that would 
clear the way for your Q. knight ; so it were wrong for you to 
take, as that would give a commanding post to his K. bishop. 

(/) Attacking Q. kn. pawn to induce you to push it, but \i 
is better to sustain it; for if it remove, he may, by pushing Q, 
r. pawn two squares, form a successful attack on that wing. 

(g) Had he attacked Q. bishop with this knight, you must 
not have suffered him to exchange ; but have withdrawn yout 
bishop, and forced his knight to retreat afterwards. 

(h) As Q. knight cannot move, without exposing you to have 
a pawn doubled, or your queen forced, ybu must take off hi& 
K. bishop. 
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SIXTH BEOULAB PABTT. 9J7rf 

10. 

W. Q. bishop takes bishop. 
B, The queen takes bishop, 

W, Q. knight to rook's 3d- (i) 
B, K. kn,: pawn 2 squares, (*) 

1% 
W. K, kn, pawn 1, square. 
B. K. n pawn 2 squares. (0 

1». 
W. K. r, pawn 2 squares. ^ 
B. K. kn. pawn takes K; b, pawn, (m) 

14. 
W. K. kn. pawn takes the pawn. 
B. K« rook to knight's square, (n) 

(t) In a course to co-operate with K. knight at queen's fourth. 
In general it isr essential to keep a free communication betw^n 
the knights ; as it is desirable to post them on squares^ where 
they can neither be attacked by pawns, nor forced by pieces 

to retreat. 

I 

{k) To break your centre in case your pawn takes. 

(J) To make an opening for his K. rook, and were he allowed 
to push this pawn another square, he would force and break 
the rear of your cordon of pawns. 

(m) As your K. knight, sustained by two pawns, may safely 
place himself at adverse 4th, so the adversary takes your pawn» 
to prepare a similar station. 

(it) To secure the command of the file. Here is a juncture 
at which a rook may well be sacrificed for another piece. 
Supposing you not to close this line with your knight, he 
would play his rook to your knight's fourth, where, supported 
by two pawns, it could not be taken without uniting his pawni. 
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2I8i philidoe's analysis. 

15. 
W. K. knight to adverse K- knighfs 4th. . 
B. K. knight to rook-s 3d. (p) - ^ 

16: 
W. Qi knight to bishop's 2d- 
B. K. knight to adverse K. knight's 4th. 

17. 
W. Q. knight to queen's 4th. (p) 
B. The king to his second square. 

18. 
W. K. bishop to king s 2d. 
• B. Q. bishop to queen's 2d. 
19. 
W. The king casdes with his rook, (g) 
B. Q. rook to bishop's square. 
20. 
, W. Q. rook to bishop's square, (r) 
The game is even, except that the pawn advanced on ad- 
verse section, may be said to give White some little advantage,^ 

(o) To pass to as good a place as your knight occupies. 

(p) By this move you intercept the action of his queen, and 
your two knights combined attack his K. pawn. 

(q) It would be dangerous to castle on your left; because the 
adversary might form an easy attack upon your king ; besides, 
your king must occupy his knight's third, in order to restrain ad- 
verse K. knight, and sustain your pawns. 

(r) To prevent him from making himself master of that file, 
by changing knights; which would give him the game. The 
rooks are never to yield the openings. 
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king's gambit. ' sift 



Dti0mmttomt 

On the Extent in which the different Gambits are Models^ 
for Play. 

, BY T^E. EDITOR. 

The term gambit ^ equiwlaat to ?l fall by tripping 
up^ is derived from the Italian school, wiio bor- 
rowed it, as a trope, from a phrase in .wrestlii^J 
The title 'VDamianos Gambit" is an anomaly in 
the application of it at: the present day ; althotj^li 
from i^bsisting relicks, of obsolete u^ge, it may 
be coUecifed that: the term originally comprehended 
any course of enterprising attack by which the. 
assailed was suddenly, circumvented. It is well ta 
restrict it to those games in which th^finst playgr^ 
at the second movCy 9acrifices the king's bishop's 
pawn to tlw adverse king's^ or the qtiem's bish^p^s 
to the querns ; for a techmcal t6rm. is of no use 
unless it makes the specification of princdples easy 
and intdligible. 

The King's and Queen's Gambits are decidedly 
distinct in design, and, as a majority of writeni 
maintain, in efiect. It is agreed, that nothing is 
risked by the sacrifice of the pawn in the Queen's 
Gambit ; because the defensive player cannot Sup- 
port, against a skilful antagonist, that which is 
doubled on the queen's bishop's file^ without incur- 
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i2i04 philidor's analysis. 

ring defeat, — but if he leave it undefended, satis- 
fied to be equal, he may draw the game. Nothing 
farther need be said of the Queen's Gambit here. 

Among the later masters of Chess — Philidor 
stands almost alone, in thinking the King's Gambit 
equally safe ; and that the best defence may draw 
the game, but cannot win : He makes the second 
player avoid, as a treacherous surface,^ the specula- 
tion of sustaining permanently the doubled, or gam* 
bjit,.pawii. 

'..A host of opinions discountenance the attack by 
the King's iGarnUt Lolxi states, that it is, not ^ 
secure enterprise; becaise a pawn, and the ma- 
iuBuvre of castling, are at stake: He. directs the 
second mover to guard tenaciously the gambit pawn, 
as a preponderating acquisiti(Ni. And the Akont^^ 
nous MoDi:N£SE, iH a critique on Philidor's 
First Gambit, maintains, on a principle distinct 
frcim LoLLi's, that he ^o plays agcunst the move 
ought to win. The Editor has introduced both 
their methods of defence at the places where they 
deviate from Philidor's. Further, the Academy 
of Chess, which, about two centuries ago, flourished 
at Naples, after a critical analysis of the King's 
Gambit, came to the conclusion, that he who plays 
it should lose. 

After ail, such infinite diversities of attack and 
defence may spring firom this opening of the game, 
that the result which would necessarily flow from 

2 
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king's gambit* ftSll. 

iiie best chain of moves, caouiot be stricdy demon** 
stmted. The reader will ei Aer try the questjpn by 
experiment, or follow that authority to which he 
attaclies most weight. 

An Academy, including ten or twdve players of 

the first class, ought nptto extinguish all defetmce 

to the practical skill ofPHiLiDOR; when the fbt 

lowing facts are remembered. This cektnrated 

society, with the same eminent members^ could not 

ascertain, whether a Rook acting with a Bishop 

ageunst a remaining Rook, were a decisive disparity^ 

Cart-era aMrmed, that tive two pieces had the 

absolute power to win: while Salvio maintauiei^ 

that the game would be drawn, unless the antagc^ 

nist committed an error* Philidor has obviated 

all doubt upon the pointy by an ingenious demxn^ 

stration ; which Lolli has adopted, with a kberal 

acknowledgment of its merit. 

With the additions bitroduced, our Author's 
First Gambit is now made to comprehend tfie 
best standard of attack and defence, whether his 
own mode of defence, or that of the Italian masters, 
shall prove superior. 

The Second Gambit is to be studied for the 
defence exclusively, as the first player has an un- 
favourable game. 

The least interesting of the varieties sprin^ng 
from this opening, is the Third Gambit ; because 
the defensive course is not eligible, unless the party 
has received odds. 
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22a. PHIXIDORS ANALYSIS. 

The peculiarity of the defence^ the boldness of 
the Attack, the altonafe sacrifices to gain a position^ 
produce a striking vivacity in the Gunninohah 
Gambit ; and it is calculated to convey an exten- 
sive knowledge of the board. But the defence 
which is most relied on v»y be {H^eclude^ from 
trial by a pimple deviation at the pleasure of the 
assailant, if he prefer a greater degree of security to 
a greaterd^ee of briUiahcy. 

TheSALVio GAMBit also turns on a radical 
alteration in the defence. It surprises by ingenuity 
in « plan, and fertility of resource* Immediately 
contrived for transfarriiig the attack from the first 
to the second player^ it will succeed., if the conduct 
of the' early moves be not fully understood by the 
antagonist But this method of deijence yields to 
the practised assailant, commenciQg on equal terms, 
a slight ascendency of position: 

The'Muzio Gambi*, just glanccid at by our 
Author, is a subject &r furthA experiment. 
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FIKST GAMBIT. JSS. 



JFirsft aamWt^ 
• 1. 

W. King's pawn two square. 
B. The same. 

2. 
W. K. b. pawn 2 squares. 
B. The pawn takes the pawn* 

3- 
W. K. knight to bishop's Sd. 
B* K. kn. pawn 2 squares. 

4. 
W. K. bishop to Q. bishop's 4th. (a) 
B. K. bishop to knight's 2d# (*) 

5. 
W. K. r. pawn 2 squares, (c) 
B. K. r. pawn 1 square, (d) 

(a) In the First Back Game, K. r. pawn 2 squares. 

»^ In the ATTACK BY Gambit from the King^s side, the 
K. bishop is a cardinal piece, coming into most of the combi- 
nations; and the K. pawn, the best pawn. 

(b) Instead of playing this bishop, he moves JST. hi. pawn in 
the Second Back Game. It is very material to compare the 
two methods of defence. 

(c) This compels him to support K. ^u pawn with that of 
his rook; by drawing out his r. pawn, you confine' his K. 
knight, which cannot move without intercepting the queen's 
defence of the attacked pawn. 

(d) Were he to play K. b. pawaa square, you sacrifice the 
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i2S4 philidor's ANALlrSIS. 

6. 
W. Q. pawn 2 squares. 
B. Q. pawn 1 square, (e) 

7. 
W. Q. b. pawn 1 square. 
B. Q. b. pawn 1 square, (f) 

8. 
W. The queen to king's 2d. 
B. Q. bishop to adverse K. knight's 4th. (g) 

9. 

W. The K. kn.pawn 1 square. (A) 
B. The K. pawn takes the pawn. 

knight, to check with the queen, which ensures you the game. 
In the Third Back Game, K. kn. pawn 1 sq* 

(f) In the Fourth Back Game, Q,.h.patm a square. 

(J) In the Fifth Back Game, Q. Inshop to adn. Kk4. In 
the Sixth Back Game, Q. bUkop to K3* 

(g) He may at length safely play his bishop on this squa^, 
as your queen, ROW, cannot double* with your K. bishop, bearing 
on two of his pawns. 

If he had played Q. bishop to king's third, he would have 
lost, as in the seventh Back Game. — Philidor. But the 
Black has a resource which escaped Philidor, so that that is 
one good alternative in Defence, which may compete with this. 

In Practical Commentary (A), queen to king's second^ another 
mode of Defence, proposed by the Anonymous Modenese. 
— Editor. . 

{h) It is material, in the attack of Gambits, not to spare 
your pawns on the king's side, and even to sacrifice them all, 
if requisite, though merely for the adversary's K. pawn, because 
it hinders your Q. bishop from coming into play, and co- 
operating with the pieces that begin the attack. 
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la 
W. The K. r. paMn takei the pawn; 
B. Tfaefpok's pawii ti^ tbe {>awti. 

IL 
W. Tbe rook tiOces tbe roofk. '-"■ 
fi. Theti4ioj^tKkwtheTi»ok. 

IS. 
WV The Q. bishop takes IL kni pawn. 
B. -K.. biidiep td his dii s4uisa«^(t)' 

18. 
W. TItt b&boj^'tbkes the ^bop. • 
B. Th^ queca takes the Iriihopi '< 

1:4. 
'■ W' 43. knigbt tb-qtMtep's Sd, 
B. Then^ne. 

ISi 
W. The king castlti > . . < 

B. The suae.' 

16;: 
W. Tbe TOdk hxK. kmghfs square; 
B. Tbe queen to adverse K. taishc^'s 4tb. 

17. 
V. The queen to K. knighf s 24. 
B. K. b. pawn Ssquares*. 

] (t) If he take yodt kuigUt with Q. bishop, B« loses. 
' * BlaJck might fake the knight with his bishop, and, after 
cWigiDg queens, pTay K. knight on adverse pawn. — SotroR. 

O 
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9itf> PHIM»)«J« ANiBl.TSIS. 

m 

W.. ,Tij*rj(|ueeb. takes Jhe pawn. ; /.' 
.<B' ■fh^iqaebtt takes the qwxau M 

W. Thetwk ttkes Ibe.fcpioeo*- .7/ 
6. Tbe.pawii t»kte!tbe pawn. . L 

sa 

., W.;Tbfe £. bUhop txUae^.the knigbL' 
B< Tte.Q. bishop takes tfaie kiiight 

21; 
W. I{hc( Q. knight iakpa ;tbe bishop. 
B. l^epawDltakd^thft knight.: 

3». 
W. The.bisbop to advei-ie K. bishop's id, 
B. The rook to K. bishop's squar^i 

S3. 
W. The rook takeli the pawn.::' ' . 
B. The king to Q. biskifi's fid/ .'j 

W>. Th« king tolqueeofs «d. (*) . 
. B. :Q.'b..pawn 1 sqtiare< . .' •' 

W. .Thet>ishop to. adverse K. rook's 4tb. 
B. The rook takes the rook« 



(Jc) Had you pushed Q. b. pawn, jtou had lost .the game; 
because the adversary, by pusbiqg his counter-pawn, would 
force your Q, pawn from its station, and then attack your rook 
and bishop with his knight. 
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riRST GAMBIT. SS7 

•. / . .. • 26., ■ - \- x/ 
W. The bishop tal^es the roplc. . , 

From the manner in which the two positions are bahMiced, 
it is evident that the game must eventually, be djr^wn, unless 
some error be committed. This party shews^ that a Gambit* 
iequally well attacked and defended, will not 'be decisive; it is 
triie that he who gives the pawn has the pleasure of uniformly 
attacking, and a prospect of winning, which would be realized, 
if the l!>efence did not maintain the most uhdeviatiiig gooil play 
fbr'the first ten or twelve moves. 



li i- • • ;■! .. . . ' '. » 
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t98 PHIjajmOR'S-AKALTSIS. 

PRACTICAL COMMENTARY (A), 

On the Eighth Move of the Defence. ' 

B. The queen to kin^^s Sd. 

The Akoktmovs Modjbnese would suj>stitut9 this move^ 
Xi^fj^rdim that in the guineas f&ult^^ because it p^niits th^ 
gambit-play ^K to eq|\ialize the pawQs. . He contends that this is 
Aow prevented; for if the Whitet push his, K. kn. pftwi^ ^ 
square^ the Black, instead of taking with the doubled p^wn^ 
can play the counter-pawn upon the knight — and, on the 
knight's removal^ advance the gambit-pawn to adverse bishop's 
third, preserving the superiority of a pawn. If a different 
attack he tried, he adds, that the Black can keep this ad- 
vantage ; with which, playing correctly, he must be the victor. 

The Editor of Philidor admits, that the substituted move 
provides against the ninth move of the White, as it followed 
in the game. If a corresponding change obviate the first inten- 
tion of the new defence, the direction of both sides will require 
extreme caution. 

9- 

[I 1 c . . r W. K. knight to rook's kd. 

^ The best counterstep appears to be : 

B. Q. bishop to king's Sd. 

10. 
W. K. bishop retires to queen's 3d. 
The Editor leaves the propriety of playing the Gambit to the 
•pinion of the reader. 
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ViKBT OAUBIT. : fifi9 

FIRST BACK GAME. 

FMyed Jrom Leader, 
Error tn Attack* 

4. K. f. pawn 2 sq. K, kn. pawn to adv. 4. 

5. K. knight to adv. K4. K. r. pawn 2 sq; 

6. K. Wshop to Qb4. K. rook to 2.* 

7. Q. pawn 2 sq. Q. pawn 1 sq. 

8. %. kmght to Qs; Queen to Ks. 

9. Q. knight to b3. K. knight to b3, 

10. The queen to^tf- ^' P*"^" ^^ ^^''^* Kb3. 

Jl. K. Ico^ pawA takes p. K. kn. pawn Cakea p* - 

18. Queen tftkes^ pawa Q. hp» to aiv. Kk4> 

IS. Quden to K3. K. hishop to r3. 

14. K. kni^t to Kb 4. Q. b. pawn 1 sq. 

15. Q. biiKbop to Qs. K. bishop t«ke$ k«iglit. 

16. Queea takes bishop. Q. pawn another sq. 

17. K. bishop to Q3. K. knight takes K. p. 

18. Knight takes knight. K. b. pawn S sq» 

This pawn will, in r^cf9mng a ptece^ join the other^fiawDs, 
and attain a post, from which it will cost a piece to prevent his 
promotion^ as he will be unassailable by an adverse pawh: 
farther, the Black has a pawn more than the White. Itii^ 
example evinces, that to ,push the rook's pawn, atthtjcmrtk 
nave, is not advisable. — Philidor. 

Tkis conclusion is right if or the two defects mentioned inihi 

* Lolli, cap* XX. sect ii. plays K* knjghi to rook's adi 
which is a stronger defence. — Editor. 

t Mr. Sareatt i^as ri^marked, tbat it were better tp ^/e, 
or to take^ambit paw* with K^ knight. Ireatise^ vol. i. p. 148. 
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fiSO FHILIBORS ANALYSIS. 

Notts hatance each other* The regvisiie change in the Defence 
may lead to tkefoilowing moves, — Editor. 

CORRECTED VARIATION. 

6. — K. knight to r3. 

7- Q. pawn 2 sq. Queen to Kb3. 

8. Q. i). pawn 1 sq, K, bishop to Q3. 

9. K. knight to Q3. Dbld. p. to adv. Kb3. 
10. K. kn. pawn takes p. Bp* to adv. Kk39 chg» 

The Defence wiqs at least the rook's pawn, with a superior 
tituation. ' 

The three foUowing VttTiatiom are transposed from Troms* 
cuou» Addenda, which the ^ accident sf not being composed tvUh 
the Games to tphich they relfite had thrown after the Salvio 
Gambit. Th^y have not the value of perfect amendments. 

Supplement to the First Back Game. 

5. — '• K. knight to b3. (a) 

6. Q. pawn 2 sq. (b) Q. pawn 1 sq. 

7. K. knight to Q3. • K. knight takes pawn. 

8. Q. bp. takes pawn.(c) Queen to K2. 

9. Qu^en to K2. (d) K. bishop to kn. 2. 
ID. Q. b. pawp 1 sqr K. r. pawn 2 sq. 

(a) In No. 3, queen to king's second. 

(h) In No. 2y K. fcnight takes kn, pawn* 

(e) At present he has the superiority of a pawn ; but it is a 
deduction from that advantage, that the pawn which should 
lead, being' Wt behind, will remain useless till it reach your 
king's bishop's fourth.' 

' '(d) Let him have played what piece he would, you should 
play as you have, unless he had exposed some piece. 
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•.. FIRST GAMBIT, r.^ ^C 

U.K. kp. pawn 1 Bq/ ' Q. pawii altoiheif sqi 

12. K. bi9b<»pito l|n.:2^/ Kl b. pawn 2^. ^i) ^ ' 

13. Q. Imightto Q2, . : Q. bistpplto K3^ 

14. Caatiedwitl[^K.rI(/; Q. knight tb:^.' ^ ' 

15. King to r2. CastlfeJ. f lu. M .:; / ; 
TfbD .po^ttionJs ^Marl3r.dveD* The Wlift« 'must fbrtn eombifia- 

tions against jK^ b.|pajwi^'ta.win itif faecaa';.the^Blaek.imi8fl 
manoeuvre to force his opponent to take K. knight, to unite his 
]^wns!iB>the centre). 'HTbi^ trial confirmjs tke pensure of the 
faofftb :BiOTe.<r-T-Pini.iDoii. Although at 'the beginntng^'of it 
yi6( niost'isnot made p£ the defencd.'-^ Editor. 

(e) His knight, thus supported, you must forbear taking; as 
it would unite his pawns. in the centra^ transferring his K. b. 
pawn to a post that would ensure him the game. 

(/) On tkit Mcy that youi" king may sustain knight's pawn, 
in case the adversary tal^e queen's bishop* 



t.J??F=^ 



6. K. knt. takes kn. p. {a) K. kqt. takes;pa\vn«^6)> 
IT, Quie^n to K2^ . . Th^ 3ft|ne. (c) .j 

8.:Q. kwght to 93. (d) K. kiiightrito.4irft;..8- - * 

: 9. Qu. takes queen, cAg^ K. bishop it^kes tjuebh. ' 

... }.,.. •...;. ,.) .... .. ,■•'.■' .'. •.^.' , 'i.'.;j ' 

(a) If yo\n[ K. bisliqp attapkia^ Q* (>is)i^'s #Q^tb,'.bQ playa 
queen to king's second, and distresses your position. 

.(^),It wererb^ play to.take jronrlini^. ' 
• .(f) Tb)9ugh,^^ defenc|9. hiskoig.ht;iVi(b Jbe quf^, he nkigbt 
s^ii^ly si;pitain bim.^y puslMnp.Q« paWr(; in whicbi case you 
play K. knight to bishop's secQnd. Th€>n ,die qti«en:!!nxust 
defend the knight. 

id) To hinder him from pushing Q. pawn two squares. 
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10. K. rook to S. Q^pawntvq.^^ 

lhK.bottoudo.K4u Q. b. pawn 1 »|. 
12. Q. pawn S sq. K. krHght tb B4y 

IS. K. knight to aS, K. bishop to QJI* : 
14. K, bi«hop to Q3, ^ 

The g»me i$ OMtflj «»0ii ; the gmbit p«M in4I1 in tiM'lbd 
IriBeQ, ftB it cpanot be tuslaiiied krt by Ae. piket, 

<e) If, instead, he pUy the kright ito K. bishop's Ibovth, yon 
attack his IL bishop with Q. knight, to force hb featoml ( ttM 
if his bishop take rood's pawA» cheokkig, you xeptiie wjdl the 
rook^^to take Q, b. pawn with Q. knight, chcckingi 



No, IIL 

Playei/rom FiM Baek Gmne, 
y ^^ .., u Qoe«i to K% 

6. Q, pawn 2 sq, (a) - Q, pawn 1 sq. 

7. K. kn. takes kn. pawn. Queen takes K, p., citff, 

8. Queen interposes. 

In this situation you exchange queens, ntod aftetwiu^s fake 
the gaiqbit pawn, The tw6 games are even, tt k cA^vioes, 
that this way of pliqriug the fambit is aei Acr of a Tfery jliteic^t- 
ing nature, nor productive of the after-games, or numberless 
variations which spring itom ftilvio's ginnbits.>-*Fatttfooii. 

(ly) Had your knIgM tikcn the exposed pa#n, he wootd have 
pushed K. b. pawn upon him, forcing him to retire to K. bidiep's 
second ; he then would takeK, pawu niridi bishopS pawn, iecur- 
ing the advantage of positiot). 
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. SECOND DACK. GAM^:' M .M a 

Played frdihtcatler. ' ' -^"^ 

' . , • J- • , */ 

4, 
B. Klag'6 kttighf s pawii to tf^«^^& ^&; 

W. K. knight to adverse king's 4tb* 
B. The queen gives check. 

6. 
W^ The ting to btiho]^s s(]^bitfdi I / 1 
B. K. knight to roQk>. 3d. 

W. Q. pawn 8 squares. 
B. Q. paTm 1 squire. ^ ' 

W. K.tei(igbt.tofvi^pVa<ji. , ,' •; 

JB. Gai»jbit^p»wja to «</v.: K.«i$|, : ; , ..,i 

• 1).. -, ■ , ; ■■ ^ :; ;:;'■.■ '■■> : ..■•r;i •••• 



..: I.J •-' 



iError,in Pffence, ' 



* In Prm:tical Commentary ^g), queen to king's seeoni. 

(a) 6a£CP plays tb^ king to hi^ ^uare. .\vbic|i is better, on 
account of tbe excbahge olf qu^etis 'Wbkb tbi black can now 
force. See note on ckrelltti l^itt^^^v^. * -'^ -^ ^ 
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1 h King to 3. K. knight to his sq. (b) 

IS. K. knight to Kb4. K.^ bishop to r3. 
IS* K. bishop to bis sq. : Quefen takea rook. 
14. K* iHshop gives check. 

White wins the queen for a rook and bishop. 

{V) If; qiieen cl^eck^at adverse king's second, it will^greatly 
protract the game, although White must win. " 



PRACTICAL COMMENTARY (B>, 

ON THE 

SECOND BACK GAME. 
BY the; JEPITqR. , ^^ 

B. The queen td bet Icing's SA • ' 
LoLLi, in an -independent game (cap. xx\), directs this 
countermove; ob^rving that '* the second player may 
** constantly maintain .^ advi|ntag^ of a j^wn*" But 
this cannot be received as. demonstrated, for the farther 
conduct of the party is a< difficult undertaking to which he 
has not proceeded. ' 

lilt, the^-pt^sent position,- caution dictates ^ specific s^, 
although the Q. knight might be moved. 

•' y'] '*'; .' '' ;■ 'lo.'^ ■ - •■' '^••'^' * / 
W. The. lang to bishop's 2d. « . 

B. K. bishjop tp knight's Sd. , ^, ^ . 
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n. 

W. Q. b. pawn 1 square. 
B. Q. knight to bishop's 3d. 

12. 
W. K. knight to K. bishop's 4th. 
B. It is not easy to determine on the proper 
counteriuove. 

The White must not move K. rook while adverse K. rook 
remains at'its square, unless i6r a decisive advantage ; as Black, 
by opening that file, might get the command of it 

This method of Defence seems inferior to Prilidor's 
Defence in the Leader, as well as to that of the Modbnssb 
in Commentary (A), I distrust jt as . unsafe, if the Attack 
combine, from the tenth move, a guarded course with offensive 
preparations. 

Tkt fourth conmUrmaoty p. 235^ aUtywB the Muzio Gambit 
to be flayed at thejifth move. ^-^ See Notice of the Mum 
Gambit. 
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i 

THIRD BACK GAME. 

Played fum Leader. 
Error in Defence. 

5. — '-^ K. kn. pawn 1 square. 

6. K. knt. to adv. Kk4. K. knight to r3. 

7. Q- pawn 2 sq. K. b. pawn 1 sq. 

8. Q. bishop takes p. Q. pawn 1 b(^ 

9- Qv:b. pawn 1 sq. Fawti lakes knight 

10. Rook's p. takes p&nn. K. knt returns to his sq 

11. Queen to her kn. 3. Queen to JCS. 
l!2. Q. knight to Qs. Queen to Kb. 
}5. Castl^ with K. rook. Loses tU hmm^ 



FOURTH BACK GAME. 

Played from Leader. 

Error in Defence. 
6. — Q. b. pawn 1 sq. 

7. K. pawn to adv. 4. Q. kn. pawn 2 sq. 

8. K. bishop to QkS, Q. r; pawn 2 sq. 

9. Q. r. pawn 2 sq. Q. kn. pawn 1 sq. 
10. Q. knight to Q2. Q. bishop to it3. 
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12. Kjd^tgivei cbk:iA •> >i -J ■ .. 

. • '. gio, qMoh's 3d, "'- ..' . 

(tf) Ov,iflkU^ii«ci> lemaki) and hii K.'bt9lK)p reliini^hb 
square, he leaves A point usyfertiAsBL ; Tbi kiii{^f favb .vUl 
be lost wit^t( <x>qi||«<iBalio&^foi; tba Tool^fi ^^V^ ibifat «^«VCf, 
on accounjt, of. ^ ambusc^de^ Theiefoie^ tlu>ug|b a ffe^^ Wf> 
be averted bj^ moving thQ bishop, the sfiuation is distmiing^— 
EwtoaI -'' ' . ::.J,.[ 



FIFTH BACK GAME. 

Flayed from Leader^ 
Error in Drfence. 



Q. bishop to adv. Kk4. 



8. Queen to her kn. 3. Q. bishop to Kr4.* 

9. K. r. p. takes pttKn.....£aKa. takes pawn. 
10. Rook takes bishop. Rook takes rook. 
U.K. bp. takes pawn, chg. 

The dvoergent check wins a piece. 



SIXTH BACK GAME. 

Flayed from Leader^ 
^ Error in Defence. 

7. Q. bishop to KS. ^ 

^ This seems loosely played. Would it not be better for 
Q. bishop to capture the knight ? The position, however, is 
decidedly bad. 

2 
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S38 PHILTDiOa's AVAiLTSIS. 

9* Queen to her kn. S. jQueen to b^^bidi. sq» 
10. R. pawn takes pawn. R. pawn.takcp the pawn. 
41. Rook ^«n:oQk..' :..:; .Bifihoptaitesiropk.' 
12. 'K« knig^t^takes paiwh. iKing to.S. < - 
IS. Q:bi»h6p takes pawn. Q. knight to bS. 
14.'0;fciflght'td Q2. Y '* Q. r; pawii S'^q. 

15. Casfles. ' ' * Q. kn, pawn ^ sq, 

16. Rook to Kr. K. knight to b3, 

17. Rook takes bishop. Queen takes rook. 

18. Qu. takes K* p.| ^^^ Kfn^Ktire^ V>st. 
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•.'■) 



! ''•'^K 



.0 sr.SJEVENTH'BACK; GAME^ .-i Jj 

.•■ •;/:; . Flayed from LeMkti \ ^^ "^-| .'f -t^ 



( y 



rS. 



rv/> 



, . , JB- Q. bisl)(jp to kingV 3d.^ , ^^ 

9. bishop takes bishopi* Pawp takes bishop* > 

10. K. pawn to adv. 4* , Pawn takes p»wn» « , 

11. Pawn. takes pawn. Q. knight to Q2. ,; 

12. K. kn. pawn 1 sq. K. kn. p. to a4*o. 4«] 
IS. Kn« pawn takes pawn. Pa^n takes. ki)}ght« ^ 

14. Queen takes pawn. Queen to K^. , , 

15. Q* knight to Q2. Castles. 

16. Q. kn* pawn 2 sq. ■ 



4'> 



CaunteT'error in Defence* 

K. r. p. another sq.f 



17* Q* knight to K4. Q. knight to 3. 
18. Bishop to K3. K. knight to rS. 

^ pHiLiDoa intended this as a demonstration against the pre- 
ceding counter^move ; but that is a good defence. This course 
of attack may be defeated, at the l6th countermove. The 
bishop therefore, instead of talking, should retire to queen's 
third ; and the position will coincide with that, inverting the 
8th and 9th moves, in Practical Commentary (A), p. 228. — 
Editor. 

t To destroy the position which the White has obtained by 
a sacrifice, the Black should now sacrifice Q. knight for the 
two pawns in K. and K. b. files. There is a diagram of this 
position in Apology and Critique. — Editob.;^. XXiX' 
I ^ 
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19^ Bishop to adv. Qb4. Queen to Qb2* 
fiO* Q. n pawn 2 sq»^ 3/ vB^« tatums to his sq. 
81. Q^ n pawn 1 9^ ,1 1 W^^ takes bishop. 
S2* Pawn takes bishop. Q. knight to Q2. 

83. Knight gfWpAcc^. ' Kio^r^^r^ 

84. Q. rook to Qk. Q. knight takes dbl. p. 

85. Knight takes pilwt). ''Ktiight takes knight. 

86. Q^t'- patwn 1 s4. ;^ KldgtoQft. 
27. R<Wk Ibices knight Qaeen to Qb: 

88. K. rook to 2. ' Q; rook to Q2I 

89. K^:f66k to C^«:2i; K. rook to 2^ 
30. Qireen 'takes Q. b/' 

pawtr, an^ wins; 



.»- ( 
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Second ^wxihtt* 

VARIANT FROM THE JIRST GAHBIl', IK T«E 
T^ilE^D MOVE OF THE ATTACK. 

1. 

W. King's pawn 2 squares. 

B. The same. 

' 2. • 

W. K. b. pavvn 2 squares. 

B. The pawn takes th6 pawn. 
Rathr Aazfirdous Run. 
The Attack wins in PH|][.ipo|i.'s Leader, and in all hif 
Back Ganiies but the First : th^t this may not have an undue 
weighty I give the objections to Ihe third jpdpye a promin^Ht 
place. Whei\ the ^ares qf this Gambit are spread agaiiat ex^ 
perience, the assailai^ r.v^ an unequal risk. He must deligbf 
to be committed v^ adYenture^ ii|rho proposes, by a strati^oi 
that may be tori^d ^ g^inft the C9iitrive]f, tq circumvent a good| 
player; apd yet the mep,haQi&m, springing at the radical move, 
bears the stamp of ingenuity. It is a discourage^ient fron^ 
adopting this manoeuvre, that the player cannot retire to evei^ 
ground, if fibly opposed ; but must leave the adversary some 
slight superiority, and meet hb strokes in a defensive attitude.-*-^ 
Editor. 

Su K. bishop to Qb4« Queep gives checks (a) 

(a) The better course is K. b. paim i'90 nf if«rer» ai in thi 
First Back Gaaie. — Philipor. Se^ also this course as pur- 
sued in the Feurtti Back Game, varied at the IStli taove. — 
EpiT^R. . 

R 
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4. King to B. K. kn. pawn 2 sq. (b) 

5. K. knight to b3. Queen to Kh4. (c) 

6. Q. pawn 2 sq. Q. pawn 1 sq. 

7. Q. b. pawn Isq. (rf) Q. bishop to iadv. Kk4. ' 

8. King to b2- ' K. knight to b3. 

9. Queen to K2. 

Error in the Defence^ - - 

. Q. knight to Q2. (e) 

10. K. r. pawn 2 sq. .Bishop takes knight. 

11. Queen takes bishop. Queen takes qu. (jT) 

12. King takes queen, (g") Kn. pawn givts check. 

(b) In the Second Back Game, K. bishop to Q. bishof'sfourth. 
In the Third Back Game, Q. paxon a square, 

(c) This is the best of the three squares open to his queen. 
Had he played her to your K. knight's fourth, you might have 
taken his K. b. pawn checking, and whether he take or refuse 
the bishop, have' forced his queen. Or if he had carried her 
to his K. rook's third, you had attacked K. b. pawn with K. 
knight, which had decided the game in your favour. 

' (d) It is essential in the King's Gambit to play this pawn, i 

that you may place your queen at her knight's third, should the 
defence be unguarded : by so doing, you strengthen your position, 
and perplex the adversary, especially if he has played Q. bishop, 
without attacking one of your pieces. See, respecting this, the 
Fifth and Sixth Back Games of the First Gambit, 

(e) His bishop takes pour K. knight ^ in the Fourth Back 
Game; and, in consequence of a move which escaped Philidor, 
It would appear, muBtwrm 

(/) Knight gives check, in the Fifth Back Game. 

(jg) I have given it, as a general rule, always to ukitk 

TOUR PAWNS, AND BRING THEM INTO THE CENTRE. Hcrtk 
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1 S. King. takes gamb. p. K. Ushop gives check. 

14. Kingtbadv.KB4i.(h) Bishop takes. bishop. 

15. Rook takes bishop. K. r. pawn 2 sq. 

16. Knight to Q2. King to 2. 

17. K. rook to Kb. (t) Q. b. pawn I sq. (Ar). 

1 8. Q. rook to K. Q. kn. pawn 2 sq. (/J 

19. Bishop to Qk3. Q. r. pawn 2 sq. ; 

20. K. pawn to adv. 4. Pawn takes pawn. 

21. Pawn takes pawn. K. knight to Q4. 

22. Knight to K4. (m) Q. knight to 3. 

23. Knight to ^iJv. Kb3. Q. rook to Q. (n) 

24. K. pawn to adv. 3. Q. rook to Q3. (a) 

an exception : — for two reasons ; if you take with the king, you 
gain a pawn; secondly, the queens having been exchanged, 
your king has nothing to fear, and, brought into play, may be 
a^ useful as any other piece. 

(h) Your king would not be' safe on that square, if the adver- 
sary had a second bishop, running white; but, as it is, your 
king sustains all your pawns. 

(t) You might play this rook to king's square; but your Q. 
rook would be rendered almost useless : it is better to postpone 
the attack, and employ all your pieces. 

(k) He prepares to push Q.pawn, to break your centre : you 
will prevent it, by attacking. 
' (i) He endeavours to make an openipg forhiSTQoks. 

(f») You had played wrong by exchanging with his knisht ; 
because his pawn, after taking your bishop, would confine your 
knight : it was necessary to play this first, in order to have no 
useless piece. 

(«) If he take your knight, you reprise with the pawn, and 
attack his K. b. pawn with Q. rook. 

(o) If, instead, he had taken your pawn, you would have won 
4 
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S44 philid6ilV analysis. 

a,5.P.iBkesp.dUeg.chL King takes pawiu 

86. King to adv. Ki:4. Kiog to kn. ad. 

87. Knight takesr.p./iA^. Kiqg to r8. 

88. K. rook gives check. King to kn. sq. 

89. K. rook tt> tfifo. Qk8* Q. rook to Q. (p) 
30. Qi^bop takes knight^ 

and wins. 



the game iq » few moves, because he had lost his Q. b. pawn* 
Had he taken )'Our koight with his, you had taken his pawQ, 
giving check by discovery. 

(p) Were he to play his king, instead of Q. rook, you check 
with K. ropki and win hU. 

What has decided the game in favour of the White, is^ that 
the king, having been in a situation to enter the field with 
safety, has been as instrumental tp victory as the best of his 
pieces. Charles XII. of Sweden was observed, very charac« 
teristically, to move the king oiore than any other piece; but 
this conduct is seldom to be imitated, on account of (he ruin 
which involves the whole community of pieces, if the kin^meet 
with a disaster. 



. I I. 
VARIATION BY THE EDITOR. 

At the 8Sth inove, let the bishop check, instead of 
the rook; and mate will be effected in three moves. 
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FIRST BACK GAME. 

Apprwed Countemwoe. 
K. b. pawn 2 sq. 



Error in Attack. 

4. Pawn takes pawn, {a) Queen gives check. 

5. King to B. K. pawn to adv. KbS. (b) 

6. K.bp. takes knight, K. p. takes p. chg.' 

7. King takes pawft. K, rook takes bishop, 

AND wins/ 
To play, at the fourth move of attack, queen to 
K. second^ as Philipx)r recommends, were^ un- 
doubtedly better. The Defence should then imme- 
diately check with the queen. The Attack might . 
also, as perhaps the best alternative at Che fourth 
move, take the Knight with K. bishop. . But the 
Defence has either way a slight ascendancy. 

(a) I make the white pawn take that pawn,^ to shew that it 
must cause the loss of the game ; the best move in this puzsling 
situation, were queen to king's second. 

(fi) He discovers an attack from the queen on your K. bishop. 
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SECOND BACK GAME. 

Flayed frwn Leader. 
Error in the Defence* 

K. bishop to Qb4. 



5. Q. pawn 2 sq. K. bishop to Qk3* 

6. K. knight to b3. Queen to adv. Kk4. 

7. K. bishop takes pawn, King to b. 

chg. 

8. K. r. pa,wn 1 sq. Queen to ado. KkS. 
9« Q. knight to b3. King takes bishop. 

10. Q. knight to K2« Queen to KkS. 
U.K. knightcAec^j; wins 
the queen. 
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THIRD BACK GAME. 

Flayed' from Leader, 

Latent Fallacy in Defence, • 
Supposing <the check of the qu^en. to be vindicated, this 
Back Game would imply that the defeat of the Second Player 
is owing to i\\e fourth countermoie: but though compared wijth 
the countermoves in the Leader, the order of the first seven is 
transposed, the different result may be ascribed to another 
cause. The seventh • move differs from that in the Leader, 
Where the fallacy in ^e Defence commences, remains to be' 
ascertained. The weakness is manifest at the tenth counter- 
move : it may arise from the counter-play immediately follow- 
ing the seventh move; or it may be that the seventh, move is 
too strong to be parried. If the latter can be proved, the mode 
of defence in the First Back Game is still to be relied on.^— 
Editor. 



Q. pawn 1 sq. 



5. K. knight to b3. Q.' bishop to adv. Kk4. 

6* Q. pawn 2 sq. K. kn. pawn 2 sq. 

7. Q. knight to b3. Queen to Kk*. (a) 

8. K.' r. pawn 2 sq. K. r. pawn 1 sq. 

9. King to b2. Bishop takes knight 
10. Pawn takes bishop. Queen to Kk3. 

11- R. pawn takes pawn. Queen takes pawn. 

12. Knight to K2. Q. knight to Q2. 

13. Knight takes pawn. Queen to her sq. 

(a) Should he take your K. knight, instead of withdrawing 
bis queeo, take his bishop with your queen ; and afterwards 
push K* kn* pawp a square. 
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14. Q. b. pawn 1 sq. Q, knight to S« 

15. K. bishop to t^S. Queen to 2. 

16. Q. bishop to KS. Casttes. 

17. Q. r. pawn S sq. King to Qk. 

18. Q. r. p. to adv. 4. Q. kni^t to B. 
T9- Q. kn. pawn S sq. Q. b. pawn 1 sq. 

20. Q. kn. p. to adv. 4. Pawn takes pawn. 

21. Q. r. p. to adv. S. Q. kn. pawn 1 sq, 

22. Queen to her kn. 3. K. kn^ht to bS. 

23. K.bi&hop lakes dU.p« Queeci to h«r b2. 

24. Q. pawn to i^v. 4. K. bishop to kn. 2. 

25. K. bp. to adv. Q63. K. knight to Q2. 

26. Knight to Q3. K. knight to K4. 
27- Knight takes knight. J^ishop t^kes knigbt, 
28. K. b. file p. 1 sq. Bishop to Ke:2. 
29« Q* bishop to Q4. Bishop takes bishop. 

30. Pawn takes bishop. Queen to K2. 

31. King to b3. Q. rook to Kk. 

32. Q. rook to Qb. Q. rook to Kk3, 

33. Bishop to adv. Qk2. K. rook to kn. sq. 

34. Rook takes knt. ckg. Rook takes rook. 

35. Bishop takes rook. King takes bishop. 

36. Rook gives check. Kmg to Qk. 

37. Queen to her b4. Queen to 2. 

38. K. 1). pawn 1 sq. Rook to Kk. 

39* Queen to adv. Qb3. Queen takes queen. 

40. Pawn takes queen^ King to Q32. 

41. Q. pawe to adfo. 4. K. r. p. another aq. 

42. Rook to Kr. The^same* 
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• 3£CONl> GAMBIT. S49 

43. Rook to Kk. Rook to Kr2. 

44. Rook to adv. Kk* Q. kn. p. another sq. 

45. Rook to ado. Qiu King to QkS. 
4i6. Rook gives chedc. King to QbSL 

47. ^Rxxk^fkiMiAe&k: King to Q« ; (iclc^ 

48. K. paMrn to aiv. 4. Pawn takes pawiu 

49. Q. pawn to adv. QS. King to Qb. 

50. Q. pawn gives check. King to Q. 

51. Rook gives check. King removes* 

52. Pawn is queened, and 

wins. 



■0 I. 



v: 
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S50 FHiLIDOKS ANALYSIS. 

FOURTH 3ACK GAME. 

Valid Defence^founded on Leader. 

g. Bishop takes knight 

10. Queen takes bishop. Queen takes queen. . 

11. Pawn takes queen. Bishop to kn. 2, 

12. K. r. pawn 2 sq. K. n pawn 1 sq. 

13. K. rook to kn. sq. K. knight to r2. 

14. Q. bp. takes gambit p. Bishop takes Q. p., chg. 

15. Pawn takes bishop. Pawn takes bishop. 

16. K. rook to adv. Kk2. Q. knight to b3. 

17. Q. knight to bS. Q. knight takes pawn. 

18. Bp. takes pawn, chg. King to b. 

19. Q. rook to Kk. 

Philidor's Conclusion. 

Tke nest countermove appears from Variation to be an ovenigkt 

Q. knt returns to b3. 

SO. Bishop to Qk3. Q. rook to Q. 

2 1 . K. rook to adv. Kb2, King to hb sq. 

chg. 

22. Q. rook to adv. Kk2. K. knight to B. 
S3. Knight to adv. Q4. 

Wins. 
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VARIATION, BY THE EDITOR, 

On the Fourth Bacic Grome, 
POSITION OF THEiPLECEB. 




19. 



Blade to nwoc. 

No. I. 

K. knight to 4. (a) 



(a) The doubling of your two rooks creates his embarrass- 
ment ; he places his knight here to destroy their comnkunication ; 
and whether you take or refuse his knight, that interruption t# 
their action on which his defence depends will be obtained. 
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20. K. rook to adv. Kk, King takes bishop. 

chg. (*) 
2 L K. rook takes Q. rook. Rook takes rook. 

22. Pawn takes knight Pawn takes pawn. 

23. Rook takes pawn. Rook to Kr. 

. Hm £ur Uftft better ganftr 



No. II. 



20. BSshop to adv. Kr4. King takes rook. 

21. Bawn ti^es knight Pann takes pawa. 

22. Rook takes pawn^ci^. Kin^ to aS. 

23. Rook to adv. Q4. Q. b. paw» 1 aq. 

24. liook takes knight King takes bisiiop. 

25. Rode takes pawo. Kiflg to Im. 4 

26. knight to Kfi. K. rook dbb; 

27. King to bis sq. Q. rook to Kb. 

28. Rdot to ado. Q2. Q. rook to adv. KiiS. 

29. jLvDok tBi&es pawn. Q: rook taus pspwrr. 

30. Knight to Q4. Q. rook to adv. KxS. 

31. R. to adv. Kk2, chg. King to bS. 

32. Rook takes rook. ' Pawn takes rook. 

will WHS ^ttStf^m 
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No. III. 

Played from No, 2. 

20. Pawn takes knight King takes rooL 

21. Pawn in K. kn. file Q. b. pawn 1 sq. 

to adv. 3. 

22. Rook to Kb:4. K. r. pawn 1 sq; 

23. Rook to Kr4. K. rook to 3. 

24. Knight to K2. Knight takes knight 

25. King takes knight Q. rook to Kb. 

26. Rook takes gamb. pw K. rook takes pawn. 

27. Bishop takes rook. Rook takes rook. 

28. Bishop takes pawn. Rook to ad6. Kr4. 

29. Bishop to Kk4. Rook checks. 

Must win. 

Here is another occasion for observing, that 
when the ^rst move of a Back Game is pointed 
out, as necessarily leading to defeat, the subsequent 
moves of the losing party should be undeviatingly 
correct, or the commission of a, fundamental error 
cannot be considered as proved. In the present 
case, the proscribed move appears to produce no 
disadvantage — provided the resource be used, 
wtich in the Fourth Back Game was overlooked. 
fFere it not for the subtil construction of the 
Third Back Game, we might confidently state, 
that the ground for a defence to the second 
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GAMBIT is greatly enlarged by this turn; and 
that the queen may, contrary to all our master's 
examples, at the third move, give check, not only 
without losing the game, but that this check, rightly 
pursuedj^ is one way of maintaining the best position. 
Before we fully adopt this conclusionjp we oug^t 
to ascertain — either that the seventh move in 
Attack of the Third Back Game cannot be trans- 
ferred to this Opening, so as to assimilate the two 
— or that the Defence i^amst that Back Game can 
be radically improved, so as to command a slight 
advantage. Would these points for inquiry admit 
a close demonstration, I incline to anticipate a 
favourable result to the Defence after checking 
with the queen, — Editor. 
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]?IFTH BACK GAME. 

Platted from Leader, 
Error in Defence, 

1 1 . — • ■ ■ ' " •" K. knt. to adv. Kk4, chg. 

12. King to kn. sq. . K. kn. pawn takes pawn. 

13. Q. bishop takes pawn. K. knight to b3. 

14. Knight to Qr3. 'Queen takes queen. 

15. Pawn takes queen. * K. knight to r4. 

16. K. rook takes pawn. K. knight takes bishop. 

17. Rook takes knight. K. b. pawn 1 sq. 

18. King to b2. Castles. 

19. Bishop to adv. K3. Bishop to Kg. . 

20. Q. rook to Kr. King to Qk. 

21. Bishop takes knight. Rook takes bishop.^ 

22. Q. rook to adv. Kr3. Q. kn. pawn 1 sq^. / 

23. K. rook to adv. Kb4. Bishop to Q. 

24. K. rook to adv. Kr4. King to Qk2. 

95. P. in K. b. file to 4. Q. b. pawn 1 sq. ' 
^6. T.inK.h.fAetoadvA. 

As the adversary cannot attack your pieces, your business is 
to bring your knight to adverse K. knight's third. By^dislbdg- 
ing his rook, you can take the rook s' pawn, and consequently 
win. — Philidor. 

Continuation. 

26. : Q. rook to Kb2. . 

27. Knight to Qb4. Bishop to K2. : 

88. K. pawn to adv. 4. 

The idea of moving only the Knight must be relinquished ; 
but Philidor's position is true in effect. 
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VARIANT FROM TH£ FIRST GAMBIT, IN tHS 
«£CONP MOVE OF THE DEFENCE. 

1. 

W. King's pawn 2 squares. 
B. The same. 

W. K. \h pawn 2 squares. , 

EvMiumrf the Gambit. . . 

2. ■ — Q. pawn 2 sq. {a) 

3. K. pawn takes pawn. Queen takes pawn. (A) 

4. K. b. pawn takes p.* Queen takes pawn, eJ^. 

5. K. bp. interposes, (c) K. bishop to Q3- 

6. K. knight to bS. Queen to K2. 

(a) This cottolonBOve njty be.pli^d, t<> UToi^ the spares tf 
the Gambit, when yoa receive the advanti^ of a piece, hot not 
otherwise* In the First Back Game, Q. pawn one iquare. 

(() Ip the Second Back Game, ^,jp<nDii takes paivn. 

* fo a Variation after G^^co,. Q. ^iif^^^ to the Ushop'i 
third. Greco's play ga!ns a move. 

(c) Loosely weighed, the game may appear equal : but there 
is a small advantage in having on your left wing four con- 
nected pawns, whilst the adverse pawns are in divisions of 
three and three, and Hepftfaled from the eetilre. Yoo can, 
therefore, prevent his pieces from occjopying the middle of the 
boards 
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7. Q. pai*i.2 sq- • Q. Mshop to Ks. • - 

8. CasUto. Q. knight to Q3- • 

9. Q, b. ptoyaS sq./ : - Q. b; pawn 1 sq. .' 

10. Q. knight to b3. K. knight to b8. ' 

1 1. K. bishop to Q3 * .OasOeft wfth'}i/rOok.((/) 

12. Q.hp.\oadv.KK4.(e) K. r. pawn 1 sq. 

13. Q. bishoj)'to Kr*: Qaeen to her sq. 

14. Q. knight to, 1^4. (f) K. bishop to KS. 
15* Queen to KS- Queeja to her; .b2. (g) 

16. Q. jkpightiakei^: kot. Knight takes knight 

17. :JBM¥>P '^^ J°>^#^^ i^hoptakeb bishop. >« 

18. Qtfceri toi K4. ' ' ' it. kn. patwW 1 ^q. - 

19. Knight to adv. K4. Bishop takes knight (A) 

20. Pawn takes tebop. Q. roDktoQ,(i) . 

♦ The queen might with j;)i!ppi^^ty. be .played to her knight^s 
third. — Editor. 

(d) In the Third >Blu:k.GMiS#, l/^mitlamQ. tide. 

(c) This wpe, wrong h^(^^Jlj^n9t castled on tbijLsi^hf!9a«|feii 
by pushing K. r. pawn^ he can force the bishop to retire; but 
now you excite him to push the pawns tliat cover his king, to 
prepare a breach ibr the at^j^ck. j .^ ,, );ii:ii .i .U t 

'ff)\ 1^ ^^\ ^^ ^^^ removed his qu^n, to.i;Qpkcf h^ w^jdi 
K. bishop/ fhis' knight wotfl'd perplex his game. \ _ . - r 

(g) If, instead, he had taken Q. knight, ybu bust have taken 
hU kaig^t witji jratlr 4utai'^ odlnp«lifng hiiA 16 d^figd lis 
paiilloa.«o' f^^MH the AiiAtniea mate.'* -^ -^ * -^^'v -L' " ' '•' ' ' 

(K> Had hi.wthdmwifcihit bi^ho)), yo% li^ ttdeeh -K. hi; 
faimwithtiht^knii^VwMthv^hadgmiiycmtWg^ihef. ^ \ ^ 

(t) If, instead, he attack your queen witlt bi^ ^bfiih'bp, y6VL 
take his bi^lio^ with K.ro(^: thi v^^ making a n openin g on 
his king, g^yes you an easier attack. 

S ^ 
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2L K. TQoktoadv. KbS* Queen to 2.(A) . 

22. Rook takes kn. p. chg. Pawn takes rook. 

23. Queen takes p. c*£r- KingtoE.(0 

24. Queen takes p., and 

gives perpetual chk. 

(k) Had he not removed her, yoa had woa by takipg hi» 
bishop with your rook. « 

(f) Had his queen interposed, you had taken his bishop, 
checking; atid would have been left with two pawns and a 
bishop for the rook, and in possession of the attack, which^ 
improved, would be sufficient to win : but, as he has played his 
king, you cannot do better than draw the gaine with perpetual 
check. 



VARIATION 

. On tke Fourti Mine 4n Attack^ 

FOUNDED ON AN EXTRACT FROM THE SECOND 

BOOK OF GRECO. 

4. Q. knight to b3. Queen to K5. 

5. K. knight to b3. K.p. takes p. di^c.chech 

6. King to b2. , 
[Gesco hare checks bUh tie. black K^Mihopj wMsl is ccm^ 

peOed by Q. pamn to retke. Then the white bishop gross ehedt;: 
mdf whether the adverse kitig remna or is ctroend^ the white 
K. rook is carried^ nact moviy to the Mnjgfs square,'^ which: 
^eada the gmne.} 

■ •" ' ' » ■ K. bishop to K2. 
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THIRD GAMBIT. S59 

7. Q. pawn 2 sq. Q. b. pawn 1 sq. 

8. Q. bp. takes gambit p. K. knight to b3. 

9. K. r. pawn 1 sq. Castles. 

10. K. bishop to QS. K» kn. pawn 1 sq. 

The First Player has the best position.— Editor. 
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FIRST BACK GAME. 

,. . ,,,'. _ £w««i ^ ^Ae Gam^*. . j. ,. ;^ 
S. ■ Q. pawn 1 sq, 

3. K. knight to b3. Q. bp. to adv. KK4.t 

4. K. bishop to Qb4. Q. knight to b3. 

5. Q. b. pawn 1 sq. Bishop takes knight 

6. Queen takes bishop. K. knight to b3. 

7. Q. pawn 1 sq. Q. knight to r4. 

8. K.bp.toadv.QK4yChg. Q. b. pawn 1 sq. 

9. Bishop to Qr4. Q. kn. pawn 2 sq. 

10. Bishop to Qb2. K. bishop to K2. 

1 1. Q. p. another«8q. K. pawn takes Q. pawn. 

12. Pawn takes pawn. Castles. 

IS. Q. bishop to KS. Q. knight to ado. Qb4« 

14. Q. knight to Q2. Q. knight takes pawn. 

15. K. kn. pawn 2 sq. Q. kn. returns to adv. b4. 

16. Knight takes knight Pawn takes knight. 

17. K. kn. p. to adv. 4. Knight to Q2. 

18. K. r. pawn 2 sq. Queen gives check. 
19* Kbg to Q. Queen to adv. Qr3. 
20. Q. rook to b. Queen takes pawn. 

* It is better to take, than to refuse, the Oambit pawn ; yet 
this way of refusing it is less objectionable than that in Leader: 
this might have formed a separate game, as it is quite distinct 
in principle. — Editor. 

t See CaiTzcAL Remarks at the end. 
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SI. Queen to ^aio. Kr4. Q. vook to kn. gq. 

SS. K. pawn to a^, 4. K^ kn. pawn 1 sq, 

S8. Queen to Kfi. Q. rook to nr/'t?. Qk8. 

24* K. r. paT^Ti to adv. 4. Q- b. pawn 1 sq. 

55. K. r. p. takes pawn. K. b. p« takes pawn. 

56. K. rook takes pawn. King takes rook. 

27. Qu. to adv. Kr4, chg. King to either sq.^ : 

28. Qu. takes pawn, chg. King removes. 

29. Gives mate. 



CRITICAL REMARKS. 

This Exai»ple \$ liable to several objectiiqns, 
both as a demonstration against the Defence, end 
as a modd for the Attack. 

First, in regard to the Defence, either the t^ird 
countermove should not be made, or tl;^ bishop 
should not exchangp with the knight until cpm- 
peiled; because, while the masked attack on the 
queen continues, it confines both her and the knight, 
and, when as an episode there is a skiiteish for the 
middle of the board, frequently obliges the first 
Player to double a pawn. But as the <secoQd 
countermove obstructs the K. bishop, and is eon* 
fessedly infericHr to taking the offered pawn, it 
is not worth while to try the event of a change. 

As to the conduct of the Attack, it seems open 
to no objection until the seventh move ; but I can- 
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not consider this, and the^ steps induced by It, the 
best model for extempore play. The following 
would be the position at the IStii countermove, 
were the Black to play Queen to her rooVs ^h, 
instead of removing Q. knight 




Perhaps the White, who has to play, ought still 
to win; but meanwhile he will have a counter- 
attack to repel. I should therefore propose, as a 
substitute for the seventh move, that the White 
castle: this position has advantages which it; 
will be easy to apply. r— Author of th£.In- 

TRODirCTIQN. . 
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• SECOND BACK GAME. 

. Pitted from Leader. 
3; ^-T-r — ' : — -~ K, pawn takes-pawnl . 

4. K. knight to b3. Queen takes pawn. 

5. Q. pawn 2 sq. Queen to adv. K4, chg. 

6. Bang to b2. K. bishop to.KS. 
7- K; bishop to Q3, Queen to her b3. 

8. .Q. bishop takes p. Q. bishop to K3, 

9. QueentoKa, . Queen to 2. 

10. Q..b« pawn 2 sq. Q. b. pawn 1 sq. . 

1 1 . Q, knight to b3. K* knight to b3. 

12. K. r. pawn I sq. Castles. 

13. K. kn. pawn 2 sq. K. bishop to Q3.. 

14. K. knt. to adv. K4. Bishop takes kaight 

15. Pawn takes bishop. K. knight to K. 

16. Q. rook to Q. . Queen to K2. 

17. K. kn. p. to adv. 4. . Q. knight to Q2, 
IB. Queen to adv. Kb4. K. kn. pawn 1 sq. 

19. Queen to ado. Kb3. Queen gives check. 

20. King to kn. 2. . Q. knt. takes K. filep: 

21. Knight to K4. . Qqeen.to ado. Q4. 

22. Knight gives check. Knight takes knight. ^ 
S3. Pawn takes knight Game is lost*. . ^; 

* The mate being forced. Aforced^mati is a mate wbich, 
though a few desperate sacrifices might protract it, is inevitable. 
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THIRD BACK GAME. 

1 L f I Imi I ^n^ — Castles^Hlh Q, rook. 

1 2. £. rook io Kr . Queen iietirBs to Kb» 

a^a. Queen to Ii4. King to Qx. 

14. Q. bbhbp to KS. Q. b. p. anotfia* sq. 

15. Q. pavn to ado. 4. Qi Insbop to adv. Kk4. 

16. Q. Mn; pawn S sq.(a) Bisliop takes kni^. 

17. Pawn takes bishop. Q. rook to b. 

18. Kat to adv. Qk4. Q« r. pawn 1 sq. 
19- Knight takes iMshop. Queen takes kmgbt 

50. Q. rook to kn. sq^ Q. kn^ht to K4. 

51. K. bishop to KS. K. knight tp QS. 
SS. Queen to adv. Qit4. Queen checks. 

53. King to B. Queen returns to her 3d. 

54. Pawn takes pawn. K. kmght takes pawn. 

55. Q. took to adv. QkS. Queen to Kb. 

56. K. rook to Qk. Q. kn. (from K4) to QS. 

57. Q. rook takes r. p. Knight takes rook. 

58. Queen takes knight. Q. rook to b2. 
S9* Q. p* to adv. 3 ; wins. 

(a) When he castles on a different side from you, I bave 
given a general rule for impelling your pawns against his 
covering pawns. 
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Cbe Cminingf^am ^^amiiit* 

VARIANT FROM THE FIRST GAMBIT, AT THB 
THIRP MOVE OF THE DEFENCE. 

1. 

W. King's pawn 2 squares. 
B» The same. 

S. 
W. K. b. pawn 2 squares. 
B. The pawn takes the pawn. 

3. 
W. K. knight to his bishop's Sd^ 
InfitnoF ComUefmmt. 
3. : K. bishop to K2 * 

4. K. bishop to Qb4. K. bishop gives check. 

5. Kn. p. INTERPOSES.^ Pawn takes pawn. 

6. Castie3^ Fawn takes pawn, chg. 

* Wken tlw Gambit PUytr has, at the thiid novo, pushed 
JT. r« ftnn Poo $quan$^ a decided error in attack, -^ this is the 
hest caantermove for taking advantage of it; and against thai 
epeniag will ultimately win a pawn. 

t CiFiririNOHAM invented this move, and telied upon it. 
With defence against the coanter-attack, it combines a pre>* 
paiation to resume the attack. The design of Philidor is to 
prove that it is unsafe. Afler the interesting situations cons^ 
qucnt on this bold step have been examined, the nmple altetiM^ 
tive of joo^Mg lAe kmg at the hUhop'e square^ as in the Cox- 
PEKDivx, may be compared with it. — Edxtob. 
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7. King to R. K. bishop to 3. (a) 

8. K. pawn attacksr^bp. Q. pawn 2 sq. (&) 

9. Pawn takes bishop. Knight takes pawn- 

10. K; bishop to Qk8. Q. bishop to K3. 

11. Q. pawn I sq. (c) K. r. pawn 1 sq. (d) 

12. Q. bishop to Kb4. Q. b. pawn 2 sq. 

(a) If, instead, he play this bishifp to M$ king's second square^ 
you win the game, or gain a deciiive advantage in a few moves ; 
exemplified in the First Back Game. 

(b) If he did not sacrifice his bishop, you would certainly 
win: but losing tkat for three pawns, he must conquer by the 
superiority o( his pawns, provided he does not inconsiderately 
push them, without disposing his pieces for their support. — 
Philidor^ 

The superstructure of Fhi^idor on the basis laid by Cvn- 
KIN OH A If begins at the eighth countermove: the rest of this 
ExAmple, with the Second Back Game, is of course original on 
PkiLiDon's part. The First B<ick Game, which takes a bril- 
liant advantage of a false step in the Defence, is one of the 
stratagems which CuKMiNGBAM projected. — Editoe. | 

(c) By pushing this pawn two sqmreSf as in the Second Back | 
Game, you had given his knight a free entry into your game, 

w^ich would have lost you the party still sooner than by the 
present course. — Philxdor. . But the VariMtian on that Back 
Game appears to establish the reverse; that the pawn should 
lake the jUftended move^ and that the White will then win. — 
Author qw the Iktroduction. I 

t (d) This defensive step is needful for ensuring him the party ; 
l)ecause it hinders you from attacking his K. knight with Q. j 

Jnthopi afterwards to separate his pawns» by sacrificing a rook 
for one <tf his knightSi-^und this Would have turned the game 
in your favourt 
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13. Q. bishop takes p. Q. knight to b3. 

at b2. 

14. Q. knight to Q2. K. knight to adv. 4. (e) 
15- Queen to K2. (/) Knight takes bishop. 

16. Queen takes knight. Queen to kn. sq. (^) 

17. Queen takes qu. (A) Rook takes queen. 

18. Q. rook to K. King to Q2. 
\9.K.]m^i gives check. Knight takes knight.. 

20. Rook takes knight. King to QS. 

21. K. rook to K. Q. kn. pawn 2 sq. 

22. Q. b. pawn 1 sq. Q. rook to K. 

23. Q. r. pawn 2 sq. Q. r. pawn 1 sq. . 

24. Knight to Kb3. K. kn. pawn 2 sq. 



(e) To' take off your Q. bishop, who would be troublesome to 
him, were he to castle on the queen's side. It may be stated, 
as a general rale, Tbatxn^ theMrength qfyqurg^mecfnuistsiu 
advanced pawns, it becomes proper to exchange either bishops or 
knights against the adverse bishops. The bishop can stop the 
progress of pawns more efiectualiy than any other piece. • 

(/y Knowing no expedient way to keep your bishop, you 
prepare the queen to replace liim ; for if you had seated him 
at K. bishop's fourth, to hinder a new enterprise of hb knight, 
he would have pusiied K. kn. pawn upon the bishop,' and miide 
you lose the game immediately. 

(g\ He offers to exchange queens to intercept the action of 
yours, and to place his queen at her third, if you refuse. 

(A) If you did not ^x^haiige, your game would be still 
worse. 
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25. King to kn. Sd. K. b. pawn 1 3q. (I) 

26. Q. rook to K2. K. r. p. another sq. 

57. Q. r. pawn takes p. Pawn takes pawn» 

58. K. rook to Qr. Q. rook to its sq. (k) 

29. K. it>ok returns to K. Bishop to Q2. 

30. Q. pawn another sq. Q. b. pawn to adv. 4. 

31. Bishop to Qb2. K. r. pawn advances. (/) 

32. K. rook to its sq. K. rook to 4- (m) 

33. Q. kn. pawn 1 sq. Q. rook to Kr. 

34. Q. kn; pawn 1 sq. K. kn» p« attacks knt 

35. Knight to Q2. K. rook to Kk4. 

36. K. rook to Kb« K. Icn. pawn to adv. 3» 

37. Rook takes p. chg. King to Qb2. 

38. K. rook to adv. Kk3. Pawn checks. 

39. King to kn. sq. K. kn. p. to adv. 2. 
40* Rook takes rook. Pawn checks. 

4L King takes the kn. p. Makes a queen, chg. 

(0 If he lyad pushed jit two fiquaics^ you had won Us Q. 
pawn. 

{k) Never resign Hepaisagu,nar eiifer m opponent to double 
his roqh, upon ak of ^nihg; accordiogly^ nOber thaa su&r 
tbisi he pTopoaei to change piece for piece* 

(I) In pieperation to pqih K« kn. pawn on your knight, 
to dislodge him : but had he pushed the knighf s pawn befoie 
playing this^ your knyght, vaulting to K. look's foxtfth, had 
stopped the progi?ess of all 1^ pawns. 

(m) Had he given check with rook's pawn, he would • 
have acted contrary to the instruction in JPir^^ Partg^ 
note Qc). 
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42. King to b2. Rook checks^ at Kb. 

43. King to S. Queen to adv. KnS, chg. 

44. Knight intefposes. iE^ueen takes knight, cA^. 



Gives mate ki a few moves. 



The 2^ atid SOth moves might be objected to; 
but the Sec6nd Back Gamfe ibakes it immaterial t& 
attempt ati ihiptbvement here. — Editor. 









'•..'J f .. 
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FIRST BACK GAME. 

Undisputed Error in Defence. 

This is a first or second erxor as the third couDtermo^ is 
estimated. 

7. ■ K. bishop to K2. 

8. K. bishop takes pawD^ King takes bishop, 

chg. [Or^ as behfp.} 

9. K. knight to ado. K4, King to 3. 

giving double check. 

10. Queen to Kk4, chg. King takes knight (a) 

1 1. Queen to adv. Kb49 King to Q3. 

chg. 

12. Qaeen gives check-mate. 



Or, 

8. King to B. 

9. K. knight to adv. K4. K. knight to b3. 

10. K. bishop to Qk3. Queen to K» 

1 1. K. knt. to adv. Kb2. Rook to Kk. 

12. K. pawn attacks knt Q. pawn 2 sq. 

13. Pawn takes knight. Pawn takes pawn. 

14. Bishop takes pawn« Q. bishop to adv. Kk4. 

15. Queen to K. Q. bishop to Kr4. 

(a) Should he refuse the knight, knight must check, attack- 
ing the queen. 3 
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16. Q. pawn 2 sq. Bishop takes knight 

17. Q. bishop checks.; : . Rook iijterposes. 

18. Knight to Qb3. Bishop takes bishop. 

19. Knight takes bishop. Queen to Kb2. 

20. Knight takes bishop. Queen takes knight 

21. Queen takes qu6en. King takes queen. 

22. Bishop takes rook ; 

and wins. " 



iisss9K^s*sa 
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SECOND BACK bAME. 

Played Jhm Leadet. 

1 1. Q. pawn 2 sq. Kl. knight to adv. K4. . 

12. Q. bishop to Kb4« . K. b. pawn 2 sq. 

13. Q. knight to Q2: Queen to Kg. 

14. Q. b. pawn 2 sq. Q. b. pawn 1 sq. 

15. Pawn takes the pawn. Pawn takes the pawn. 

16. Q. rook to Qb. Q. knight to b3. 

17. Knight takes knight K. b. pawn takes knight. 

18. Knight takes p. at r2. Castles with K. rook. 

19. Queen to 2. K. r. pawn 1 sq. 

20. Q. rook to ad^ Q»4. Q. raok to Q. 

21. K. bishop to Qr4. K. kn. pawn 2 sq. 

22. Q. bishop to KS. Rook takes rook. 

23. Knight takes rook. Queen to 3. 

24. Queen to Kr2. King to kn. 2d. 

25. Queen takes queen. Rook takes queen. 

26. Q. r. pawn 1 sq. King to his kn. 3d. 

27. Q. kn. pawn 2 sq. K. r. pawn another sq. 

28. Q. kn. p. to adv. 4. Knight to K2. 

29. Rook to adv. Qb2. Rook to Q2. 

30. Rook takes rook. Bishop takes rook. 

Error in Attack. 

31. King to kn. 2d.* K. r. pawn to adv. 4. 

32. Q. bishop to Kb2. Kmg to b4. 

* Philidor assigns this course to the first player, over- 
looking the turn embraced in Variation. 
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35. K. bishop checks: Bishop interposes. 

34. Bishop takes bishop. King takes bishop. 

35. Knight checks^ at K3. King to adv. Kfi4(. 



36. King to r3. 

37. Knight to Kk4. 

38. Bishop to Kk. 

39. Q. r. p. another sq. 

40. Bishop to Kb2. 



King to adv. b3. 
Knight to Kb4. 
K. pawn to tfrfi;. 3. 
K. pawn to adv. 2. 
Knight takes p. : wins. 



VARIATION, BY THE EDITOR, 

On the Second Back Game^ 
POSITION GF THE PIECES. 




White ta mope.. 
T 
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3 J . Q- ko. pfifyix t^;f?f;x?.;3. ^r ' ^ ^ v^^ ' J c^v, \ ' r ..[ — 

If the 3Iack take t^e eicpdsed.^ff^^jl ^Jj^j^^iJia^ fill 
take the pawn, eiviuriiig a .<p|eeii; if il^e .Biaqk take ti^^- offered 
pawn, the white bishop makes prize of the bishop, .^t the 
Black is not^ii\ a dilemma ; for he has a third altemaiive. 

r- Bishop to 3. ^ Vr 

32. Pawn takes pawn* Q. kn. pawn 2 sq^^ 

33. K. bishop takes p. Kshop to Qr. * .?, 

34. Knight to 3. K. r. pawn to adv. 4. 
55. K.bishop^'t;««.iyb^ KiBgto r3. 

36. Knight to atfi;. Kr4., Knight to Qb. 

37. Knight to adv. KtfS. * Knight takes p* ' 

38. knight to 4, cZr^. 'Kfng to kn. 2. 

39. Q. Tbishop takes p. -Bishop tt> 9.- 

40. K. bp. to adv. Kr4. Knight to 4. 

41. Q. r. pawn to 4. Knight to tf^. Qk3.| 

42. Q. r. p. tatfA^ 4. Bishop to Qk4* - ] 

43. Q. bishop takes p. . j^shop to Mv^ KS* 

44. Q. bishop gives check. Bang to b. 

45. Q. r. p: to '^1^. 3. Kshpp ff^ves check. . 

46. Kin^tORS. Knight to 4. j 

47. Kibgtpkn. 3; willwin. » 



ie 



In modelling the two Examjdes in which the de- 
fence wins, Philidor supposed the manner* in 
which Cunningham would meet anew opposi- 
tion. There is no ground to ima^e^i that the 
original author of the gambiit would have overlooked 
the opportunity seized in the Variation; his pene- 
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tration would, probably, l^aye darted on an effective 
^troJk^ atill sooner,^ The,fOjar3e.pf:*hp white/ as 
j^jlfeas it 'k ,^nterpria^i^' aeeoie i^ tovhay^^iseen 
l^ln^oed pn « n^istafc^irlfut l^erin^^!^^ 

sVifi. fk^niatcatiop^ vi^f tm iu^ipp |ci Gui^Nijf^ , 
HAM ^bj^us tl^e ye|4uF€^ of ^v^rM!*/ Wl^fl^W 
AmirtWfS . xmf . ^^im^/^^ plftj^, .<bi|, isf\^tb9r only 
nipdel -that i^psJiiwm^)^; tbereforg 'fM:^va<:t»c^ 
m fe s^QnM bft ^th« < iiKxe> ?KiMniA€d> m . ^4pR Jhi^ 
fcischoppnpfiwtjwffasv^^ Qw)l»4 

^he« tile taiord^.of Pf^ei^ allo^cK^ him to it#l|jp7l% 
may not be r^^e^ed :i^i^lI?i¥iQt|9» while it^ ea^ ^ 
•ucc^ssftiBy viodifated-c. / ,:.: ^ _ • 

7%ere remainsyto he repdkdy a subseqmrif du 
tempt to .overthrcrw. Cunningham's play in tfU 
attach; deviating y at the seventh counter^ovi^ 
from Philidors Leo^dexr 

7. . . : ;. 



w.. — » — HT-^ — — ' . ": '■ .,"■■.. 



.*: i 



B. Q. PAWN 2 squares/ 
This single step is from Professor Sai^rati, who, 
in playing ifAe eighth move for the white/xAKEs 
THE PAWN WITH THXifc: BISHOP, and makes the 
ih€k/!^terwardsjc»i3^^ / » 

Cunningham i^y^ vkh mpr^s^fment, ^ter^in 
the modern master as^^n antagomtn 

* Treatise^ vol. ii. pp. 50, 54. 
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'•' •• •'' 8. r.- ''>''••'- - 
W. The K. pawn takes toe Q»- pawn. 
' 7%e best counterstepfor the black, then is — T0 
play the Q. bishop to adverse K. knight's 
. '4th ; and, at the ninth mwe, the white shmild 
tarry the Q^ KTSfiGHT TO THZ hisHo'^'s 3d. 

Hew the deftnswe party should then play^ it is 
less easy to decide: hut after numerous experiments 
&f vdriatwns on the ninth move ^ the black,^ it eqh 
pears to the IkStory that the position to which 
CvwiVGUAU had originally conducted the white 
is CRITIC A LLT 80UN T>. The reader may, at leisure, 
examine the leading moves of several Radical 
Variations on this contested point, which are 
inserted after the Compendium. Two causes 
conspire to multiply the ramifitotions, in assaying 
Mr. Sarratt's countermove ; the one is, that the 
competing alternatives for the Defence, which just 
&il to sustdn it to the end, are very numerous ; the 
other is, that the attack can be forced^ in the road 
to victory, into a great variety of difficult positions, 
the re^w of which may form an improving exercise. 



■ m 



Meanwhile^ the following Opening lays another 
basis for the attack: a simple alteration at the 
fifth move plants the first player in a less tntri^ 
cate position^ which can be demonstrated siffe, with- 
out much experiment. 
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COMPENDIUM 

CUNNINGHAM GAMBIT. 



- EstraetjivmWingramftEditiM,tr9t. 

A NEW OBSERVATION 

tPOJr TBI 

I HAVE already shewn, that the Attack of that 
Gambit is far from being good, since tiie Defence 
must win every way when tolerably well per- 
formed*; — three pawns well conducted cannot be 
less than equivalent to a piece. But the sure way 
to win is— -when the first check is gjiven with the 
i>isbop, to remove your king to his own bishop's 
house; and not pushing the pawn, as Cuamn^m 
•sheweth.— ^Philidor. 

1. 
W. King^s pawn to its «xtent 
B. The same. 

* This assertion of PmttDOft must be considered as founded 
on error, if the Variation be contct The whites, then, may 
follow two courses, both good, though they difier widdy: The 
Compendium is a winning gptme, far less difficult to conduct; 
gaining in security what it loses in brilliancy. 
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^8 philidoh's analysis. 

2. 
W. King's bishop's pawn to its extent. 
B. TBb pawn takes the pewn. 

3. 
W. King's knight to his bishop's 3d. 
5. • ■ • ■ 1 — , — r- "K, ^ishpfy,to Kj2. 
4. K. bishop to Qfi4. K. bishop gtm c^ec^. 

5. Kino to jr,. {i»}, , Q^ pawtpi 1 4iqt» 

6. Q. pawa 2 ^q^ Queen to i(B3« 

7. K. pawn to adv. 41" Pawn'takes^pawn. 
«. Pawn takes pawn/ " Queen to K2, 

9. Q. biskop takes gainh Q. bk^p to^rdSt;. Kk4. 

bitpawD., .^ I. . 

Ip. Q. kui^t to b3. . . Q. b». pa»ra 1 sq. 

must win. 

(a) Seating t^e king at the bishop's square, makes it impofii 
^ible for thfe adversary 'td preserve* the gambit pawn, which it 
nHiU bealwayiioryoait poorer io take; imd ybu aGqukeacon* 
•tntatiaidi^upoBfaiisi* * - 

t It may be better to push this {^wi^ twQ nqc^ts^^EDnt^ 






•II :5 
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^ ,, SUPPLEMEISIT 

- ' TO -THE CV^Kl^OUAU GAMBIT, 

' • • tieferrei io; anti; p. zfS. ' 

1. 
; •W:'Kihg*8>a#!it^iPd square*. '^ ' • ' 
B/.Tber saipei .1 

* -, r . • , -rS. • -X , 
W. King's J)ishop'8#iwn 2 sq, 
' B. The pawn takes the pawn. 

.W..Itibg'i knight tb' bishop's^. i ' 

3, T-h- ■ . ■ ■■ ■ ; ' Kv bia(hop to, KS« / ■ [ 

4. K. bisho^.to Qji4t4 \, K. bishop ^e« c^ciL , 

5. Pawn inxsrposes. Pawn takes pawn. , 

6. Castles.' Pawn takes pawn, chg, 

7. King to R. — ^^ . 



Tkuifar the Inventor of tk^ GamUf. 



— -. Q. pawn 2 sq. 

It may prevent mistakes to repeat, that this 
single move is Professor Sarratfs; and that the 
series ppposed to it is in vindication of Cunningham. 

FIRST RADICAL VARJAtlON'. 
8. K; pawn takes pawn^i Q. bishop to otilt;. Kk4.* 

• There are two Radical Variations on. this mover a&fliey 
proceed on a different printspte ft-om the gane began p. ^6, 
they are placed last; No. 30^ aad 24« 
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9. Q. knight to bS. K. knight to b3. (a) 

10. Queen to KS, chg. King to b. 

1 1. Q« pawn 2 sq. Q. knight to QS. (b) 

12. Queen takes gamb. p. Q. bp. jtakes knt. chg. 

13. Rook takes bishop. K. kn. pawn 2 sq. 

14. First pawn in Q. file Pawn takes pawn, (c) 

to adv. S. 

15. Queen takes p. phg. Qqten interpose^, (d) 

16. Knight to K4. Q. kn. pawn 2 sq. 

17. K. bishop to Qk3. K. rook to Kk. 

18. Queen takes queen. King takes queen. 

19. Knight takes knight Knight takes knight. 

20. Q. bishop to Q2. K. rbdk to kn. 9. 

21. Q. bishop ^ft;e^cAecA*. King to 1. 

22. Q. rook to Kb. K. kn. p. to ado. 4. 

23. K. took checks. King to Q2. 

24. K. bishop takes pawn. K. rook to kn. 2. 
25.. K. rook gives check. King to Qb3. 

26. Q. pawn checks. King to Qk3. 

27. K. rook checks, at King to Qb2. 

adv. K3. 



(a) The principal Variations are: No. 10, queen ioker$i; 
No. 11, Q. Uskop takes knighii No, 13, K. hiikop to Jds Sd; 
No. 17» qiteen to K. bishop's 9d, 

(5) If the 4iueen be played to her Sd, white Q. knigjht yaults 
to kinjfs 4th, In Variation, No. 3, Q. b. paom a square ; in 
Vanation, Vo. 9, <2. Jbishofidkes kmgkt. 

>{fi) In Variation, No. 6, Q. b, pawn a square. 

{d) In Variation, No. 7, king to his knight's 2d. 
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S8. K. rook tafart ki^t BUhop takes rook/ 
29* Rook takes bishop. Must lose. 



No. 11. 



1 1. ' Q. b. pawn 1 sq. 

12. Queen takes gamb. p. Q. bp. takes knt chg. (a) 

13. Rook takes bishop. K. knight takei^ p. (b) 

14. Q. knight to K4. . Bishop to K2. 

15. Q. bishop to Kb4. Q. knight to Q2. 

16. Xnight to adv. Qd. Bishop takes kni^t 

17. Q. bp. reprises, chg. King to kn. sq. 

18. Q rook to Kb. Queen to K. 

19. K. rook takes patrn j 

and wins. \ 

(a) In Variation, No. 5^ the pawn taka thtjfom. 

0) In Variation, No. 3, ihtpam takes. j^.. 



No. III. 

Piayad/r^mKo.^. 
13. — — — Fawn takes pawn. 

14. Queen takes bishop. Pawn takes bishop* 

15. Bishop to adv. Kk4. Q. knight to Q2. , 

16. Knight to K4. K. r. pawn 1 sq. (c) 

17. Q. rook to Kb. King to kn. sq. 

18. Knight tidces kn. chg. Knight takes knight. 

(c) In VanatioD, No. 4, Q. rook to Q. hiskop'i square. 
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editor's SUPPLEirSVI'. 



19* Bishop takes knij^' I^wn taldss bisbop. 
20. Q. rook gnfes checK Kkig to b. 

51. Queen to Kk4. Queea to 4. 

52. Q. to adv. Kk2| chg. King to S. 

53. Q. takes dbld. p. chg. King to QS. 

54. Q. takefs K. b. p. chg. Queen takes queen. 
95. jK, rook takes queecTi . . 

chgt and wins. . : 



Nd. IV- 



*^ < 



POSITIOK OF THE PIECES. 



IP 



B/acA: /o move. 
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16. . _ Q. rook to Qb. 

17. Q. pawn to ado. 4. <^. knight to K4. 

18. K. rook takes knight. Piami takes the rook. 

19. Queen gives check. : King^te K — . : 
SO. Knight takes p. dg. KiogHtu /J . 
2K Kd^t, returning td , . vv U .1/ 



No. V. 



P/(iye(l /roi» No. 2. 

12. ' — '-^-^ I*awn takes pawn. 

IS. Queen takes bishop. Pawh takes bish op, (g ) 
14.. K. knight to ado. K4. Bishop to Ksf.. 1 
15.! Q» bp- to a(|fo. Kk4. Queen to 3- (Ujf ' 'I 
1 6.. Bishop t^kes knight Fawn takes bishops I 
17^ Queen takes (ib. p. . K. rook to*lC4. ^ 
18. K. knight ts^es pawn, ffishop checks, (c) ' ; 
19.. Knight t^s bisho|v Queen takes ki^^ c%. 
20« Queen interposes^ Queen takes queen; 
SL Rook takes queen. , / 

"Fhei White's position kdedsi^y b^t . . •! 

(0) Were Q. bisbop to take tbiiSQigbt, the situation, jat'tbe 
14tli move, would be the same ds in No. i, > -i 

(() Were he to check vith |he bishop, you must not tike 
with the knight, but movd the king to' his rook's 2d, !? 

(^) 1£ his^queen chejk at her bis ho ^'i 3d, jou cover i^ith 
the'ro6k.^ 
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EDITORS SUPPLEMENT. 



No. VI. 

Played from Ko* 1. 



14. 



Q. b. pawn I sq. 



15. Q. knight to K4. Knight takes knight* 

16. Rook takes p. chg. King to 1. 

17. Queen to KS. Q. knight to KbS, 

1 8. Double pawn checks. Queen takes pawn. 

19. Rook takes queen. King takes rook. 

20. King to kn. S. 



^^im 



No. VII. 

Fhtycdfrcm No. 1. 




The Blacky roho is in check, must move. 
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15. • — ■ ■ ' King to kn. 2. 

16. Knight to K4. K. rook to K. 

17. Knight takes pawn. K. rook gives check. 

18. King to kn. 2. Queen to Kb. (a) 
19* Knight takes K. b^ p. Queen takes queen. 

20. Knight takes queen. Bishop to K«:4. 

21. K. rook to Kk3. K. n pawn 1 s^ 

22. Knight. to Ai/t^. Kb2. 

After obtaining tlie bishop and pawn for the knight, yon will 
seek to exchange rooks, and avoid losing either of your bishops 
for a knight; because a single knight is commoply. as service- 
able as a single bishop at the end of a gamey-^^rf^trntlwo bishops 
are much stronger than two knights. 

(a) In Variation, No. S, biikop takes knigki. 



No. VIII. 

Played from No. J. 

1 8. Bishop takes knight 

19* Q- bishop takes bp. Rook takes rook. 

20. Rook to KkS. King to r. {b) 

21. K. bishop takes pawn. K. rook to ado. K. 

22. Q. bp. to adv. Kr3. K. knight to Kr4. 
2S. K. bishop takes knt. Queen to KbS. 

(&) If his K. knight here attack your queen and rook, y<m 
give check with the Q. bishop twice ; and then discover checks 
compelling his kni^^t to take your rook; in three moves after- 
wards your queen gives check-mate. 
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xditor's SOmilTMEKt; 



Nb. IX. '•■•• ••■ •; 

1 1. , ' .y ? "7r- ' ' J r " v\} .( Q: bishop (takes loit 

15. Roob takes >bi^bp;: QueeatalK^. 

13. Qu^taJcesgambVp. K. kni^tto.iMfo. 4. 

14. Queen to Kb4. K. r. pawn 2.siq. 
]5.> D^ouble p. to ad^o^^ 8. Queen cheeks. 

16. Rook interposes. K. knight checks, 
17t Kiiigtokn. 9,/ 
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..,, .^ ^o,i:- ... ,, 

SECOND RADICAL VARIATION, 

'• ^ : Flm^edfrom No. 1. 

10. Q. ktiight to K4'. <itieen to Kk3. ''- 

1 1. Queen to Ksi * K. knight to K2. ^ 

12. Q. ipSL^n g 'sqV * ^ Q. knight to QS. ' 

13. Dbld: p^td ^^^. 3. Pawn takes p. 

14. Q; bishop to K'b4. Q. 'file p. to 4. ' '-[ 

15. Q.kn;t&adv.Q3,ch^. King to B. 

16. K.bishbpftoQ3. ' 



vA o: h\ II." \ . ' . ' I ii r: l\'::c({ 



■:\ ni 



,_ '^ ..> , • No. XJ. 
THIIRD RADICAL VARIATION'. 

•' ' ' ' l^tatfedfrofA No. 1. ^ 

9. ^-^—^^ — ' * -■■^ Q^ liishop takes knight 

10. Queen takes bishop. K. knight to b3. ' 

11. Q. PAWN 1 SQ. Q. b. pawn 1 sq. 

12. K. pawn,.takQS it ; , Q« knight takes p» 

13. Queen to Kr3. Queen to ado. Q4. 

14. Q. knight to K4. Knight takes knight 

15. K. bishop takes p. c^^. 
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No. XII. 
FOURTH RADICAL VARIATION. 

Fiayeijrom No. 1. 

^ , ^^^ K. biabop to 3. 

10. Queen to K, chg. K. knight interposes, (a) 
U.K. knight to adv. K4. K. bishop takes knt 

12. Queen takes bishop. Castles. . 

13. Quera to adv. Ks;4. K. r. pawn 2 sq. 

14. Knight to K4. K. knight to 3. 

15. Queen takes queen. Rook takes queen. 

16. Knight to adv. 4. K. knight to K4. 

17. K. bishop to Qk3. Rook returns to Kb. 

18. Q. pawn 2 sq. K. knight to Q2. 

19. Double p. to ath. 3. K. knight to Kb3. 

20. Pawn takes pawn. , Q. knight to Q2. 

21. Q. pawn to adv.'4. K. knight to Kr2. 

22. Q; j>aw9 to a(h. 3, ; Knight takes knight. 

23. Q. bishop takes knt. .Bishop to K3. 
24« Q. bp. to tf^. K2. K. rook to K. 
25. Q. rook to K. 

White will easily queen one of the pawns. 

*ifl) In Variation, No. 13» die ^en interposciL * 



No, XIII. 



10 '. : Queen interposes. 

1 1 . Queen to Kk3. Q. bishop takes knt. chg. 
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IS. Rook takes bishop. Q* knight to Q2. {a) 

13. Q. pawn 2 sq. Bishop takes it. (b) 

14. Knight to adv. 4. Bishop to K4. 

15. Q. bishop to Kb4. Bishop takes bishop, (c) 

16. Queen takes bishbpi Q. knight to K4. 

17. Q. rodk to K. ' ^ K.b.pawn 1 sq: 

18. K. rook to QBSi' ' '• ' ' 
Gains ttirook fbr'a kmgl/t, or tlie qaeto'ifcit afook aodti 

knight; or maOi^ p^iUjOid/ • « -*j :. .:/ ,1 

/ . ^) .•;';:w ' , ;. . :> .X wj Jncri .0 . j 

(«); fo Yflfi^ti^n, JJo. ^4, buhop,U^i6ig'4,iMi)i , i . : [ . . i 
(6) In Variation, No. 15, tb^ ku{g,caftktf :,, . , : > . > 

(c) In Variation, No. l6, the king eastlfi. 

, ' '• ■:■■'. ;i 



No. XIV. 

IS. Bishop to K4. 

13. Queen to Kk2. Q. knight to Q2. 

14^. Q. pawn 2 sq. Bishop takes pawn. 

15. Double p. to adv. 3. Queen takes pawn. 

16. K. bp. takes p. chg. King to Q. 

17. Knight to adv. 4. Queen to her b1. 

1 8. Knight takes bishop. Queen takes knight 
19- Q* bishop gives check. K. knight covers, at b3. 

20. K. rook to Q3. Queen takes pawn. 

21. Q. rook to Q.— Wins. 



u 
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• No. XV. • 

. . Tlaytdfrom No. 13. 
IS, r— ; Castles, 

14. Knight to adv. 4» Q. kni^t to 3. 

15. Q. bishop to Kb4. (jo) Knight takes bishop. 
16* Q. bishop takes p. Q. rook takes pu 

1 7. Knight takes p. c1^. King to Q2« 

18. Q. rook to K. Queen to adv. Qk:4. 

19. K. rode to QkS. Qutten to adoi, Qft4. 
SO. Q. rook takes pawn ; 

and must win, 

(a) White may also win, by withdrawing K. bishop to his 
sctuarc. 
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No. XVI. 

Played from No. 13. 
POSITION OF THE PIECES, 



15. 



Black to move. 



Castles. 



16. Knt takes Q.r. pxhg. King removes. 

17. Knight checks. Pawn takes knight. 

1 8. K. rook gives check. Q. knight interposes (a). 

{a) Or, 

18. ' King to Qb. 

19. Q. Too)c to K. K. b. pawn 1 square. 

20. Pawn takes pawn. Q. knight to 3. 
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392 SDiTOfi's i^uppiEiiEirr; 

19- Q. bishop takes bp. King to Qb. 

SO. K. rook gwes check. King returns to Qk. 

21. Q. rook to K^ K. b. pawn 1 sq. 

22. Q. bishop to Kb4. Queen to her b4. 
29f. Q. bishop takes p. cfig. King to Qb. '" 

24. K. l»shop checks. King to Q2. ^ * 

25. Queen takes p^ chg. K. knight interposes. 

26. ^o^k takes kigt. chg. Queen take^ rook. 

27. Pawn takes p. ckg. 

21. Bishop takes bishop. Pawn takes bishop. 

22. Q. rook takes pawn. Kook gives cksck, 

23. King takes p. !feook to adv. Q2, chg. 

24. Kiojg to r3. Queen to 1. 

25. Gives checkmate in 

three moves. 
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FIFTH RADICAL VARIATION. . : 

PlayectfrofH. 2fo. 1. 

Queen to Kb3. 



10. Q. pawn 2 sq. '^ - K. knight to K2. 

U.K. knight takes lip! Queen takes knight, (a) 

12. Queen to '3. *' Queen iotrdt. r3. (5) 

13. Q. bishop to Kb4. Queen takies queen. 

14. Bishop takes queen. Castles. 

15. Q. bi^op tek^.^ /.^ Q. knight to Qg. 

16. Double p. to adv. 3. K. knight to Qb3. 

17. K. rook to Kb4^ WiU 

win with equal play. 

.00 Or,,'.: 

1 1. — __-, Bishop takes queen. 

. 1 2. Aook tafcqs quien. P«wii Ukes «wk.- 
13, Q. knigbt teHfS l?|i, ';:.... 



No. XVIIL 

iq/, — :,_:_ Castles. 

13. Q. bishop to Kb4. Q. b. pawii 1 sq.' 

14. Double p. to adv. 3. K. knight to Kb4. 

15. Q. bishop to ado. K4. .Queen to adv. Kr3. 

16. K. rook to Kb2. Q. kn. pawn 2 sq. (c) 

(c) If the king move, you play Q. rook to Kb. 
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17. Queen takes queen. Bishop takes queen. 

18. K. bishop to QkS. King to b. 

19. Q. pawn to ado. 4. K. b. pawn I sq. 

50. Q. bp. takes gambH p« K.. knight to adv. Q4.(J) 

51. Q. pawn takes pawn. Q. knight takes pawn. . 
SS. K. bishop to adv. Q4. Q. r. pawn I sq, 

S9. Kni^t to K4. Q. rook to Qb. 

54. Q. b.pawn 1 sq. K. knight to Kb4. 

55. Pawn to adv. QS. Must 

win a knight 

{d) In Vnriatioiiy No. 19, Q. kn.p<am tondo.4* 



No. XIX. 



80. -— — — ~— — — Q. kn. p. to adv. 4. 
SI. Fawn takes pawn. Pawn takes knightl 
SS. First pawn in Q. b. file Pawn takes pawn, 
to adv. S. 

53. Q. rook to Qk. Q. knight to QS. 

54. Q. b. pawn I sq. 

In order to take Q. kn. pawn with K. rook ; and the whilf» 
have a winning position. 
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No- XX. 

SIXTH RADICAL VARIATION. 

Ph^from No. 1. 

8. Q* kn. pawn £ sq.(a) 

, 9* K.1>p. takes it, chg. King to Bv 

10. K. knight takes bp. Queen takes knight (b) 

11. Queen to Kb3. K. knight to b3. (c) 

12. Double p. to adb. 3. Queen to adv. K4. 

13. Pawn takes pawn. Queen takes qtteen. {d) 

14. Rook takes queen. Q. bishop to kn. 2. 

15. Kmg takes pawn. Q. knight to Qr. 

16. K. bishop takes knt Bishop takea bishop. 

17. K. rook to Qr. Bbhop returns to l.(e) 

18. Q.b. pawn 2 squares; 

and will win. 

(a) In No. 24, tKs pafon one iquare. The principle of thi% 
and of the Seventh Radical Variation^ is to command* the 
great white diagonal with the queen's bishop. 

(b) Were his queen to take the pawn, checking, you inter- 
pose the queen. In No. 21, Q. bishop to Q. knight's 2d. 

(c) In No. S2, the Queen to K. bishop's 3d. 

(d) In No. 23, Q. bishop to Q. knighTs 2d. 

(e) Had he quitted the shofft diagonal, your rook had taken 
the pawn. 



No. XXI. 

10. • — Bishop to Qk2. 

11. K.knightretumstoB3« Bishop takes pawn. 
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296 EpijTOR'fi sy??i4fiM3S«^# . 

12. Q. pawn 2 sq. K. r, pawn 1 sq. 

13. K. bishop to K2; K. kn, pawn 2 sq. 

1 4. Q. Jt)^ pawn 3 sq. , . . Bij^hcp i»turo$ tO.QK2. 

15. Q. pawn to adv,4*^ , Q- bt pawn 1 sq. 

16. Pawn takes pawn. Knight tokes pawn.(df) 

17. Queen takes queen^ Rook take3 queet^i : 

18. King takes pawn. , 

(a) It the <|ueen, instead, take your qvifien^ your^v^ivw^l 
take his bishop; offering an undelended bishop, to his qpeeo. 
If he take it, attacking your rook, play Q. knight to queea*s 
2d. Yoti will queen the pawn, taking the rook. 



No, XXII. 

Played from No, 20* 

1 1. Queen to Kb?. 

12. Queen to kn. 3. Queen to K4. 

13. Q. pawn 1 sq. Q. bishop to kn. 2. 

14. K. bishop to Qb4. 



^=wm 



Naxxra, 

. Placed from No^ ^V ', 

13. — 1 ■ ! ■ ■ ■ > ^ .1 u Bishop to Qk2. 

14. Queen takes queen. Bishop takes queeft, chg. 

15. King takes pawn. Q. knight to Q2. 

16. Q. pawn 1 sq. Bishop returns to Qk2. 

17. K. bishop takes knt. Knight takes knight. 

18. Q. bishop to Kb4; 

has the advantage. 
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No. XXIV. 

SEVENTH RADICAL 'variation. 

Flay cd from No, \. 

8. Q. kn. pawn 1 square. 

9. Queen to K2, chg.. K, bishop interposea. (a) 

10. Q. pawn 2 squares. K. knight to b3. (3) 

U.K. rook to K. , Q. bishop to kn. 2. 

12. Q. knight to b3.* Q. r. pawn 2 sq. 

13: Q. r. pawn 1 sq. (c) K. knight io adv. 4^ 

14. Q. bishop to KH4. K. r. pawn 2 sq. 

15. Q. knightto^flfifi;. 4. King fo Q2. , 

16. Q. bishop takes p. Queen to K., 

17. Double p. to adv. 3. K, bishop takes it. (^ 

(a) In 'Up, ^f the king to Ushop's square. 

(If) In No« 24» Q. ^a^f»p to knighfs id. Tie real iiffietenoe^ 
however^ 13 in pushing the pawns on the hm^s side npoH the wMft 
knight. 

* As fais Q. bishop commands the great diagonal, witb.s^ 
masked attack upon jronr king, it will be proper to keep' the 
first pawn in Q. Ale, and the Kt knight, both stationary;' by 
which mean« either ^^iU be at liborly to move^ whetti an^ suio 
cess can be obtained by it. 

(c) Had he pushed his pawn but one square, in ofder to 
play the kn. pawn on .yoiMr bisbo^y^ft had pushed yours too. 
As he has advanced his tQ the full extent, you keep yours back 
a square, to prevent * ni^ Q: knight from coming to your 
knight's 4th. 

(d) If, instead,, the bishop ge movc tf ^ white qnem to lt[< 
knight's 2d. , .. : . ; ' 
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9$B ISIDITO&'S SUPPLEMENT, 

1 8« Q. knight takes bp.* Queen takes queen. 
19* K. bishop takes qu. £ishop takes knight, c^g*. 

20. K. bishop takes bp. Kmg takes bishop. 

2 1 . Bishop takes rook. King takes knight 

22. Q. b. pawn 2 sq. ; and 

will Win. 
* A slight change in the order oftakiog would lose the game* 



No. XXV. 
10, ' ^ Q. bishop to kn. 2. 

1 1. Q. knight to b3. K. n pawn 1 sq* 

12. Q. itk. pawn I sq. K. kn. pawn 2 sq. 
18. Q. bishop to Qb3. K. rook to 2. 

14. Q. rook to K. K. kn. p. to adv. 4i, 

15. K. knight to adv. K4. K. r. p. another sq. 

16. Queen to Kb2. K. b. pawn 1 sq. 
)7. K. knight to adv. 3. K. r. p. to adv. 4. 
18. K. knight takes bp. Knight takes knight. 
19« Bishop takes knight. Rook takes bishop. 

20. Rook takes rook. King takes rook. 

21. Queen takes pawncA^. King to Q2. 

22. Queen takes queen. King takes queen. 

23. King takes pawn; and 

must win. 

sateassssassBsssssss 

No. XXVI. 

Pkfedfrom No. 24. 
g, _ King to B. 

10. Queen to K4. K. bishop to 3. 
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11. DouUep. tod^p.S.. Q. b. pawn 1 sq^ « 

12. K. knight to adv. 4. K. l(night to r3. 
IS. Knight lakes r. p. cA^, Kingtokn. sq. > 

14. Knight takes bp. chg. Pawn takes knigfat. 

15. Qu.toYiifo.KK3.cA^. King to b. 

16. K. rook takes pawn. Queen to K. 

17. Q. knight to b3. Qii. checks^ at adx>. K. ' 

18. K. bishop interpQses. Bishop to a^. Kr3« 

19. Q- pawn S sq. King to his sq. 

SO. Q. bishop takes knt Queen takes bp. ckg. 

21. Q. rook takes queen. Pawn takes queen. 
28. K. rook gives check; 
and will win. 



SUMMARY. 

The parties left most nearly equal, are No. I., 
No. III., No. XVIL, No. XX., and No. XXIV. 
Perhaps no play for the Black brings the contest 
closer, than the Sixth Radical VariatioUy (No. XX.) 
Yet this is one of the last to which I could have 
re<course, in imagining moves for a theorist op- 
posing Cunningham ; because the sacrifice of a 
pawn, at the eighth move, in addition to that sur- 
rendered by Mr. Sarratt, at the seventh, con- 
cedes the object in dispute; for the Black reduces 
his pawns to a numerical level, without rising to an 
equality of position. 

As the gambit pawn can be taken when needful. 
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the voluntary loas ia th6 opetEUidig of ibis ^urpfising 
gaine^ is strictly two pt^vms. . . 

The calctilatiOQ mi whicR' Cunninohaai re- 
signs two pawns, iippears tp be fiw in prindple^ 
comprehensive, and accvratef. The .adverse king's 
pawn, which is Ji^roitgbt by tfa^ee «a|)tucte, rui!^ning 
in tbie same diagonal, to the rook's sacoiod, t)r6tect9 
the king from check aloi^ the whole fAt.. Qa 
other sides, the black king is exposed, aixd the 
white Idog secored, by the/cQinparaUve/fa^^^^j^im 
of the. board which the Khite pieces Itave obtdned. 

The relations and combiimtitms are, blowever, so 
intricate and delicate; the vaiiationsiopen to the 
adversary, so inexhaustible; the versatility requi- 
site to force his best rallying points, must be so 
active and free from routine, — that as a practical 
gffnie, it cannot be expected to be' vindicated by 
uriiibnn succcJss in the hands^of a juaster ^inferior 

to CUNNINGHAM;'- 
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SALTIO GAMBIT, T. ' IJ(H 



. "'"tit 9ii\iio Smiii ' :' 

yA^Ap'j^,^j\^,7;B^, Ff w.Ga^^;t,,at the Fqu^th QO.I'N- 
termove; and from the S'ecqnei Back Ga'me qv'i^hat 

GAMfllt, AT THE SlXtk. ' ' ' ' 

.W, Kiifg^s pawn twQ squares. . . 

B. file same. ''' * .•"•'•;•• v '^ ,\-''\ ":'.).- .,, 

lV;;feiitgfsbiihaplp«ivQts^asquam.' .• . ' U^'k' 
B. The pawn ;la^ t^epawiu^ ' Aii: IK 'i^h][ 

3. 
W. K. knight to b&lM]^'«^id. 
B. King's knight's pawu two squares, 

[l^ . _ 

W.' If ih^s* bishop to icjueeh's iiiSlibp's "fourth. 
Blkin^tf kaight^s pawn enfe sq^l^rd^i i 

Si 
VV. King's knight Xo ficj^^fkingfs four^ \ , / 
B. The queen ^m,cA€C^. ^ 

W. The. king tp b^lv>p'9 square* 

B. Ki knight to biaiiop's 3d . 

Doctor Sai/Vio, m Ris Trtatise^ <prirltod at 
Naples in the year 1723, lays down this defence 

• This intettnecliate step to Silvio's Defehce perfaits tht 
Muzio Gambit to be played at the fifth move.— Sec 'Ifotice rf 
the Mum Gambit.' — EntToa. 
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802 PUILIDOR's ANAX.TSIS. 

of the gambiti but without examining thoroughly 
any combination : the great number of moTes which 
arise and succeed each other every instant in this 
jparty, very possibly may have prevented him from 
analysing and calculating the matter. — Philidob* 
Salvio terms the distinguishing move of this 
Gambit stravagante^ which may be translatedyan- 
tastic or eccentric; nevertheless, says he^ it is very 
good play. The design is ingenious; but it is 
foiled at its origin by the next move made by Phi- 
lidor in this Example. — Editor. 

■ ' r. ' ' "' ' * 

W. The qu££N to her kingVsq* (a) 
B. The queen takes the queep. (k) . 

8. 
W. The king takes the queen. 
B. K. knight takes the pawn^. (c) 

(a) The seventh move may be varied ; but only three other ' 
courses are worth examina^n : the best, next to that 
abovey*4s to play out Q. knight/as in the See<md Fart^. To 
take the pawn with the bUhopf . checking, as in.theJ'irst Back 
Game, leads to an inferior position. Q. pawn two tfuares, as 
in; the Svpplement to that Ba<fk Gaipe^ is ^11 more objec- 
tii^nahle. 

fb) If, instead of exchanging queens, he push K. kn. pawn, 
you take K. b. pawn with th« bishop, checking, apd then play 
K* knight to K. bishop's third. 

(c) In the Third Back Game, Q. pauM a square. 
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SALVIO GAMBIT, .L 303 

a 

'\W* K. bishop lakes die paWn, cAecA^^^ 
B. The kilig to his 2d squar$>((Oi 

.10- 
W. K. bishop to Q; biight'a :3d. (e) 
B. K. knight to bishop's 3d. (/)[ 
11- 
;: . : W.i Q. pawn £ squares* 
. •& ;Q^ pawn 1 squtir^. 
' :. .. , :';-! " > .13. : 

;W. K« knight to queen's 3d. (gf) 
B. Gambit pawn to adv. bishop's 3d. (h) 
13- 
. W^ The pawn takes the pawn. t 

J5. , The pawn taJcea the pajmin. 

14.. 
W. The king to bishop's 2d. 
;B. Q. bishop, to adverse K. knight's 4th, 

(i) If he retire to queen's square you draw back K. bishop, 
to giTe a dhergeut check with the knight, or make him lose 
a turn. 

(e) You must either win a pawn» or force the change of his 
kin^s rook for your knights 

(/) If, at this stage^ he push Q. pawn one square, your 
knight attacks his rook, and then takes Q. pawn, exposing his 
rook to your bishop. 

(g) ICv were bad play to attack his rook with your knight, 
who, cut off from retreat, would at length be forced. 

(h) No longer able to sustain this pawn, he pushes it; you 
must readily take it, because his reprising pawn left separate 
will eventually be lost. 
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304 l»ilI(.I0QE'« AKAILTBIS. 

15. • 

W. Q*laafhDptDaift«f^eK.lcnighVs4th. 
B. Q* knightto queen V id. ^ 

16. 
W/Q.lcnigMtDqiiecn'riSil/-' . 
B. Q. rook to king s sqiiaret 

The white queen^s tmit mxi^oh^hi anct take off 
the opposite rook. ISiefi^sfpki.^e^^wiB' have the 
better position : the offer- tio exchange queens at the 
seventh move, has foUtd the ingenious • defence, 
Tl^is preparation tb' ^llf tbe g&tiibit 'Carries a 
spear as well as a shieWi^and is extremely adapted 
to take the Bmt^\6ai^dfiht hai^ 6f theiaissailant; 
yet, after so^twh pr^ifefee, itwfll M t€>«ustain a 
perfectly equal game, if the first player be armed 
by instruction a^d exene^ts^* iigi^sl' the trains of 
stratogebi springing fro#i'tt. . Wheii the Defence 
receives, a piece, Salvio's .counterpaove becomes 
highly eligible, . as thq. g^ver of; that odds ca,wof 
propose the exchange of queens. 
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l^lUSi: BACK GA^E. \ 

. Error in Attack. 

7. K. bp. takes p. ckg. Kuig to 2. (fl) 

8. K. bishop to Qk3. (^) Q^ pawn 1 sq,(c) 

9. K. knight to Q3. (d) k. knight to e4.; 
10. Queen to K. K. kn. pawn 1 sq.(e) 

^) Sxtvio directgf liere the Itlng^s Removal to qUeeA's iquaret 
but, IfifcfiB^ tfie itoost estactcftleiitattiotiB, I tlni^k k better to pifty 
tb^ kmg to this seeoAd square : ^tt the (reader aiaiy judge trhicii 
is tke preferable course^ I ej&ibit his ^ay of p^ayliQ^ ia tii^ 
Second l^ck Game. 

(Ji) To avoid the loss of a piece by his pushiqg Q. pawn on 
knight. In Back Game to Second Party, this bU^ io queen'i 
Uihop'sfourtL 

(c) If, instead, ^e take K^. pawn with his kiHght^ jCtk pt$y 
queen to king's square, offering an exchange, which destrog^s his 
attack. Or, should he play his knight to K. rook^ fourth, you • 
take K. kn. pawn with the queen, permitting him to give a 
divQtgiSDt check; tHeii^ hy taikihg his knight nink foxxr pAwn, 
although his queen can take your rook, your situation from 
embarrassing rises to advantageous. 

(rf)' An incommodious retreat for your knight; but had you 
attacked his rook, your piece would have been forced. It is 
the s^eiith countermove, ^dvierse king to his second square* 
that has made your situation so perj^exing. 

(e) If, instead, he give chek:k with his knight, you win a 
piece by removing your king. Or, if he exchange queens, that 
puts an end to His attack ; you would reprise with the knight 
to liberate Q. pawn. 

X 
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1 1. King to kn. sq. (/) K. bishop to kn. 2. (g) 
IS. Q. b. pawn 1 sq. Queen to Kk4. 

13. K. bishop to Q. Q. bishop to adv. Kk4. 

14. Bishop takes bp. Queen takes bishop. 

15. K. r. pawn 1 sq. (h) Queen to K. knight's 3d. 
Iff. Queen to king's Sd. (i) Q; knight to queens Sd. 

17. K. knight to K. 

Though the black pieces have the advantage in 
position, yet the game is not irrecoverably lost, 
for the White has still some chance of succeeding 
in placing hb pawns in the centre. — Philidor. 
The Editor subjoins a few moves, which appear to 
shew that the first player cannot estabUsh any 
pawns in the centre. 

17. Q. rook to K. 

18. Q. pawn 1 sq. King to Q. 

19. Queen to Kk4. Q. p. another sq. 
J20. K. knight to b3. 

The position of the White is decisavdy the worst 

(f) To support the rook, if an opportunity to take his pawn 
without risk should ofifer. 

(g) This is done, that, if your pawn take his, he may give 
check, and speedily win. 

(h) It is advisable to push this pawn ; and not to take^ which 
would establish his knight upon your field. 

(t) You prepare for bringing out the pieces of this wing, 
without placing Q. knight at bishop's third. 
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SUPPLEMENT 

COLLATERAL WITH FIRST BACK GAME. 

Another Error if^ Attack* 

7. Q. pawn 2 sq, ^ Q. pawn 1 sq. (k) 

8. K. knight to Q3. Gambit p. to adv. 3. 

9. Q. knight to b3. Gambit p. takes, chg. 
10. Kii^ takes pawn. Queen gives check 

It is unnecessary to proceed : the variations of the Second 
Back Game follow, with the difference that you have one 
pawn less. 

(k) Had he taken your K. pawn, you must have played 
queen to king's second* ,,. 



SECOND BACK GAME. 

Played/rom tie First Back Game. 
Saivio's Countermove, 

7, ^ — King to Q. (a) 

8. Q. pawn 2 sq. (b) K. pawn 1 sq. (c) 

(a) This docs not compel you to withdraw the bishop, as in 
First Back Game ; so that, remaining in advance, he can hinder 
adverse K. knight from vaulting to his K. rook's fourth, where 
bis presence was found dangerous. 

(b) Had you withdrawn K. bishop to attack his king and 
rook with your knight, he would have played K. knight to 
K. rook's fourth, sacrificing his rook to win the game. 

• (c) He had two other ways of playing ; the first, to force 
your knight to retreat^ by pushing Q. pawn upon him: the 
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308 philidoh's analysis. 

9. Q. knight to b3. (d) Q. pawn 1 sq. 

10. K. knight to Q3. K. pawn takes pawn. 

11. King takes pawn. Queen gives check. 

12. King to kn. sq. (e) K. kn. pawn 1 sq« 

13. K. knightto b4. (/) 

other, to take your K. pawn with his knighi: in thelatdn' diae, 
you o(kr ah e^olmiige otf iiieens by playittg yours to kiiig's 
square. 

(d) Had you ta&en hit pawn, lie hid won the.gaow. 

(e) If you had moved to bishop's second, the Black woiM 
have won the game, by giving check with K. kn. pawn, and, 
next move, check with K. knight. 

(/) This forces his queen to retreat, and alloWs tiftui to 
repel the counter-attack. If you could exchange queens, 
your condition were the tKtter, for your pawns not only 
stand in the centre, but are farther advanced than his. 



THIRD BACK GAME. 

Played from Leader. 

8. Q. pawn 1 sq. (a) 

9. knight takes K. b. Q. pawn another sq. 
pawn, (b) 

(a) If, instead, he phiy Q. knight to bishop -sr third, yoli 
exchange knights, and sustain king^ pawn with the queen's. 

(A) Thus yon will sacrifice the knight and bishop for two 
pai^s Und a.mok. 
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. SALVXO GAMBIT, h. : 309 

10. K. bishop takes pawn. K. knight takes bp. 

11. Knight takes rook* K. kniglit to b3. 

12. Q. pawn 1 sq. K. bishop to kn. 2. 

13. Q. b. pawn tf 94. (c) ^hop ttkes knight, (d) 

14. Q. bishop takes pawn. Q. b. pawn 1 sq. 

15. Knight to Q2. 

In this situation, it is better to adyfincp the king 
under the pawns, than to castle, and you will have 
then a better game than your adversary. — Phili- 
DOR. The king will lose nothing in security by 
not castling ; but, in speaking as if he had that 
alternative, it seeini^ to. have e/scaped the Author 
of the Analysis, that the» king cannot use it this 
game, having nabved -^ inqved • twic^ reaching his 
original square. His standing there accounts for 
fhe mistake* 

(c) A requisite move before you take the gambit pawn, 
because he would else sacrifice his knight fur. K. pawo, and 
jafterwards take Q. kxi, pawn with bis bishopu 

(d) He could not have, sustained the gambit pawn for more 
than two or tkree movcfs. 
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310 ph^lidor's avaltsis, 

SECOND PARTY. 

1. 

W. King's pawn to 4. 
B. The same. 

2. 
W. King's bishop's pawn to 4, 
B. The pawn takes the pawn. 

3. 
W. King's knight to bishop's 3d. 
B. King's knight's pawn to 4. 

4. 
W. King's bishop to qoeen's bishop's 4th. 
B. King's knighf 8 pawn to advene 4. 

5. 
W. King's knight to oAwr^e king's 4th. 
B. The queen give$ check* 

6. 
W. The king to bishop's square. 
B. King's knight to bish<^'s 3d. 

Compared with Erst Party, tea etigibk, 
7. 
W. Q. knight to bishop's Sd. {a) 
6. Q. pawn 1 square, (b) 

(a) If you take K. b. pawn with your knight^ he can, 
by pushing Q. pawn two squares, gain two pieces for hit 
king's rook. To take K. b. pawn with the Hshop, checkingy 
IS again tried in the Back Game. 

(f) Had he brought out Q. knight to bishop's thirdi you 
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SALVia GAMBITy 11. Sit 

8. 
W: K. knight to queen'a 3d. (c) 
B. Gambit pawn to adverse bishop's 3d. 

9. 
W. K. kn. pawn 1 square, (rf)* 
B. The queen gives check. 

10. 
W. The king to bishop's fid. 
B« The queen gives check. 

11. 
W. The king to his Sd square. 
B. The K. bishop gives check. 

12. 
W. The K. knight interposes. 
B. Q. b. pawn 1 square, (e) 

13. 
W. The queen to K. bishop's square. 
B. The queen takes the queen. 

mast have exchanged kaigbts, .and then offered qaeen for 
queen at king's square. 

(c) Had your knight taken K. b. pawn, he would have left 
his rook exposed, playing K. knight to rook's fourth, a 
prelude to a double attack on yeur king and roc^» which 
would throw you into a disagreeable situation. 

(d) Had 'this taken the gambit pa^n, he wotild, by reprising 
with knightV pawn, have opened the diagonal for his Q. bishop ; 
exposing yon to have the queen forced, or receive check*nlkate. 

(e) To prevent his queen being forced. — See the ntuation m 
ike Second Back Game of tie First Gambit^ move 13. Should 
he castle, or otherwise vary his play, you propose queen for 
queen, at king's bishop's square. 
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14. 
W. The |C. bii^hof) takes tl^ queei), 
3, K-bfa^p^o knight's ad. (/) 

W. K. F. {^wn 1 sqiwra. 
B. K. r. pawn 2 scj^uarea. 

16- 
W. Q. pawn 2 squves. 

^ Each player must bring out his pieces a» soon as 
possible : but the White must persist in not taking 
K. kn. pawn with rook's pawn; and though the 
Black has a pawn more^ the situati(m of the White 
will then be preferable. 

(/) I'o liberate his rook*s pawn ; else by pushing K. r. 
pawQj you had broken all his pawns. 



BACK GAME. 

Second Trial of Mope in Firsi Back Game to First Party. 

7« K. bishop takea pawn^ c^. King to 3. 

Ind^eraU Variation in the Attack. 

8. K. bishop to Qb4. Q. pawn 1 square, (a) 

(a) lit instead, he take K. p^wn with his kaight, ynu phy 
ayEKV TO king's ascovD, letting him gife a divergent cheeky 
that sacrificing your rook for the knight» you.inajr win the 
game.* Or^ if^hit knight vault to K. rook's fourth, you play 

QUEEir TO KIKO'a SQ. 

* This seems better than the previous direction. — Edxtoi^. 
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9. K. knight to Q3, K. knight to r4. 
10. Queen to K. 



Inferior Variation in the Defence. 

■ Queen to Kb3. 



U.K. pawn to adv^ 4. Q. pawn takes pawn. 

12. Queen takes p., chg. ' Queen takes queen. 

13. K. knight ttik^Stqueea -r-*-! --^ 



The White seem to. have the best game. — 
Philidor. But why is ijot the tenth counter- 
move as in the First Back Game to the First 
Party ? The diflbrence in the place of the white 
K. bishop is no obstruction. But^ perhaps^ our 
Author inacte the substitution to shew that it is 
improper. Tlie seventh move is therefore not 
vindicated by this second trial. — Editor. 
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514 PHlilDOllV ANALYSIS. 

NOTICE 

Of TH» 

BY THE EDITOR. 



Philidor b(ul affixed a Note to the Second 
party, of the Salvio G ambit y glancing at this mode 
of attack: ^' You might castle at the fifth move, 
*^ and suffer him to take your knight ; you then 
'^ take his knigl^t's pawn with the queen, and 
'^ depend for reprisals on attacking his king's 
" bishop's pawn. All your pieces would promptly 
<' take excellent stations; and before he could 
*^ secure his king, able manoeuvring might expect 
^^ an equivalent for the knight." As a Memo- 
randum apprising the Second Player, that a parti- 
cular countermove exposes him, at the option of 
the First, to another formidable mode of Attack, 
the distinct trial of which might deter from that 
line pf Defence, this intimation might as well have 
been given in the Seconp Back Game of the 
First Gambit. But its appearance as a graft on 
the Salvio Gs^mbit, indicates the source whence 
Philidoe derived it. The first outline of this 
mode of Attack was sent to Salvio, as he states 
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HUZJO GAMBIT. 315 

in his Treatise, by Signor Muzio, who commonly 
won by it agednsthis antagonist, Don GeronimO' 
Gascio. The Example in Salyio is unfitted for 
the English board by the Italian mode of castling i: 
and it is vitiated by an oversight, pointed out by hb 
Translator ; owing to which, the Attack, which 
Salvio considered ought to win, is liable to lose. 
. The following Opening cooforina t6 the English 
mode. of castling, and exhibits only the radical 
moves. 

1. 
King's pawn two squares* 
The same. 

2. 
King's bishop's pawn two squares. 
• The king^s pawn takes it. 
3. 
King's knight to bishop's third square. 
King's knight's pawn two squares. 

4. 
King's bishop to aueen's bishop's fourth. 
King's knight's pawn to adverse fourth. 

The preceding M<yves are common to Lolli% Salvio% and the' 

MUZIO GikMBIT. 

Kmg castles. 

Tfie pawn tak^s the knight 

6. 
The queen takes the pawn. 
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316 PHILIDCUL's ANACT81S. 

y«y 6oe situaUoM Spring from tiiiftg^^^ and 
it is difficult to defend! The Fkst Flayer's pieces 
not only steod well for combining in an attadk upon 
Ifae kin^ falit for foiicing several, points wbiich, in 
attending to the pmnary object for defonoBy are 
liable to be left unguarded. The Second Player 
can, however^ leave three pawns, undefended with- 
out cost, if that should be necessary to fortify his 
position/ or to ^in the attack ; acid if the versa^ 
shapes this gcimbit may assume, invite or compel 
him to a different plan of defence — that of defending 
K. b. pawn, and all the pawns but the gambit pawn — 
he may sacrifice a minor pkce for a pawn to effect 
this, and retain an equality of force. 

On the other hand, whether the radical sacrifice 
of the knight can be recovered against the most 
skilful counterplay, is a problem. None of the 
continuations from this Opening which are extant 
approach demonstration. This k a lield for experi- 
ment which will not wipn be whausted. After 
trying and rejecting several plans of defence on 
different bases^ to find on? t^i^t prQinises to her 
tenable against every alternative, I think the player 
who purchases this strong attack at the cost of a 
knight cannot win back a fiiU compensation. The 
steps to this conclusion excurse into several hf anches 
of analysis : these I have not yet revised, so as lo 
satisfy myself that, as a set of new experiments, 
they may contribute towards supplying what is a 
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MVZIO GAM3IT. 817 

desideratum ; but when they have lost some dross 
in a fierce crucible, I may offer them as materials 
which have been as^yed. 

The player contending against the move, who 
would not deliberately encounter this almost irre- 
sistible attacki has the choice of three good 
resources; the Defence to Philidor's First 
Gambit^ the Defence io the Seventh Back Game 
of that Gambit y and the Defence to the Modenese 
Gambit. For my own part, i wotdd willin^y take 
the Second Player's mde in the Muzio Gamdbit, as 
an absfract position : but I distrust an intermediate 
step, the fourth dototo^move ; as^ after this, the 
First Player has the dption of attacking witib> tte 
kn^t, which compels a resort td the Defence iq 
Lollies Gambit, as ibe best aHerotidve iten1ainfti{^ 
but an alternative which involves a ^ight ii^feriorily 
of po»txon, according to the trials I have made 
of it 



SfW 
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SI8 PHILID0ft*9 ANAZ,rSIS< 



C^e Ctueeti'K Gambit, 



OTHEBWISE CALLED 



THE GAMBIT OF ALEPPO. 



Philidor introdaced the second name ; perhaps 
«8 an acknowledgment for having derived the radical 
moves from Stamma> who was a native of Aleppo^ 
But Damiano, the celebrated Portuguese, gives a 
model. of the Queen's Gambit: his Treatise was 
published in 1 534 ; which proves that Stamma 
did hot invent it. Still it might have been originally 
imported into Europe from Syria. The East, as it 
gave birth to Chess, has had expert players from 
an immemorial era. In the year 1266 came to 
Florence a Saracen named Buz£CCa, a very great 
master of Chess-playing ; and in the palace Del 
Popolo, before Count Guido Novello, he con- 
tended at one time, on three Chess-boards, with the 
best masters of Chess in Florence, playing with two 
by memory, and with the third by sight ; two of the 
parties he won, and he made the third a drawn game 
by a perpetual check.* 

* Quotations on Chess, by Mr. Twiss, edit. 17^87. 
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THE quesn'5 gambit. 319 

1. 

W. Queen's pawn 2 squares. 
B. The same. i 

SI. 
W. Q. b. pawn 2 squares. 
B. The pawn takes the pawn. 

3,. 
W. K. pawn 2 squares, (a) 
B. K. pawn 2 squares, (b) 

4. 
W. Q. pawn to adverse 4th.. (c) . 
B. K. b. pawn 2 squares, (d) 

5. 
W. Q. knight to bishop's Sd. 
B, K. knight to bishop's Sd. 

6. 
W. K. b. pawn 1 square. 
B. K. bishop to Q. bishop's 4th. 

(a) If you push this bat one t^^tare, as in the First Back 
Game, the adversary can confine your queen's bishop during 
half the game. 

(b) In the Second Back Game he iusttdns the gambit pmm, 
and loses the game. But, if he had neither played as above; 
nor sustained the gambit pavrn, you must hAve pushed K. b. 
pawn two squares, to have three pawns in front. 

(c) Had you taken Ids king*$'pawny you had lost the at^k ; 
exemplified in the Third Back Game. 

{d) If he had played any thing else^ by pushing jfoiir king's 
bbhop*s pawn two squares, you would have procured foryoui' 
pieces entire liberty to act. 
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SSO PHILIDOR'tl ANALYSIS. 

7. 
W. Q. faiigbt te ftx>k*6 4tk. (e) •' 
B. The bishop takes the K. knigfilt. (/) 

&. 
W. The rook tftkes the bisho]^. • 
B. The long «8etites.(^) » 

9' 
W. The knigbl f^tems t6 bish6p-V ^d. 
B. The pawn tftkes flie pft#n>. 

10. 
W. K. bishop telkes iSab gattibii pdwn. (/<) 
B. The pBiwa takes th6 {M^n-. 

11. 
W. The Tpmm tailres tRe ^wrii (i) 
B. Q.lnshoptoK. bi^oi»''s4thi 

(e) In order to take oflf his khigls' bi^o^, -li^carAing to the , 

direction in FiAftr )Pa&1^Tv ni>tb :(/)• It you AiAe i&« gam6t/ j 

paxcn, now, as in the Fourth Back Game, you lose. 

(/) Ifyinsteadof taki^g,jjFOur,Jkn|gbt, he;p^y .his bishop to 
your queen's fQurth, y9Ui>inust*atta/ck him with K» knight, and 
exchange next move. 

{g) If he suttmt^ tic gambii pawn^ at- in. the Fifth Back 
Gaipe, he los^» J|f he exchange paw^s, your reprisipg pa,wii i 

is defended t>y position; for ]yir^re.hi$, knight .to take it>.he 
would lose the giune^ by « check from your queeiu 

<4) The $ixth.Back Game turns on t\)i3 critical move ; if 
K. b. pawn take his other double pamn^ypii lost the gamci . 

(t) In reprising with; the |tawi|, jou give your rook an open* 
iBg. upon his king ; and the jpawn includes his .i^ifght. 
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«>HE queen's GAHBIt. 5£1^ 

18. 

W. Q. bishop to king's 3d. ' '' 
B. Q.- khiglit to qoten's 8d.> ' ' ' 

-13. 
W. The .queen to her fid squdre. 
B. Q. knight to His 3d. 

14. 
W. The bishop takes the kD#t 
B. The rook's pawn takes the bit^hop. 

15. 
W. The king castles on queen's side. 
B. The king to his rooI^s's4tiare. 

16- 
W. K. rook to adverse K: kiiighfs 4tb. 
, B, K. kn. pawn I square. 

17. 
W- The queen to king's Sd. 
B. Tbequ^en to her 9d square. 

W. The knight'to king's 4th. 
B. The bishop takes the knight 

19- 
W. The pawn takes the bishop. 
B. K. rook^ to king's square. 

20. 
W. The king to Q. knight's square. 
B. The queen to her bishop's 4th. 

21. 
W. The queen takes the queen^- 
B, The pawn takes the queen. 

Y 
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I 
St. 
W. Q. it)Ok'to liii^»squade« ' . , 
B. TbbJkk^tokoigWsftJ. 

W. The ]slng:to Q. biabop'aiSd. 
B. K. r. pawn 1 aquare», 
.84. 

w,, Ki, to9ku>. kMghfs afl^ :'r 

. .a! i;)ie,koight«Q K. rook's m..l 

. piV:. ;K^4rQok^Q.laiigiifs 3tf. . 
B>.<<^.Ia^.jNtt(vo;i square. . . ' 

: W< Q^pliw».lo<wfa«'4j to.aiake an opa^ 
lAg iiDar your rof k: Btadl)ia6<>p. 
B. The pawn J:^es the pawn^ 

■, .^7. ••• ■ . •• 
T^^ .IS;> nook tohes thft pofw. 
B. Q. rook to. queen's square 

.! .1.. mV'.. 

V^A Q» rook fee qveeaVsqeare. 
B. The knight. «Q K. bishop's 3d» 

^^:^ ■ sa.: •.■ 

W. K» ROok jr>w^ cA<c>i!, . 
B. The king to rook's square. 
,'■. .; . •. . 30., ■..:„ . 

W. The lN»h<^ to. a^tffe queen's 4th; to 

stop the adversary's pawn. 
B.. Tine, knight takes the bishop. 
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9*. 

BJ -K. t80k>to)<iA»ef)feiit; bidhop^ 4th4' 
»». 

B; Q. pd?(m^iAil(c»tii«ir 6^&t«< i^ ^i 

■84. 

I jft^ The^roc^ tidcto the p&vhi.- •^' 

W..K.t«Kc&tDatf<«9>«^kingf6e(i ' 
B. X^'ki. |)&Wtt iaflodMV sqam-et 

Mi 
W. k<;irook^t^«B thb,pBWft.' 1^' - 
B. The Tvek ttdieB th< todki ' 

.' . W; The rootot«kes'«»"rd6ki' " • 

B. ■ The vodb tei Wherte ¥a- bwliop's Sd^ 
checkings 
. .i 1. >j38* ' ' <■•» •'•'•' 

W4 tbdkhigitb'Q. bishop's Sd. ' 
B. The rook ^k|^3 the pawn.] . 

. . 3»^ 
tr. Rook's pawn 2 squares. (^)" 
B. K. kn. pBwh to adverse 4thi ' 

(^) If jrou had ttkien Lit twdefended pawn, you -would httTt 
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SM THILIDOK'b AKA1T8IS« 

40. 
W. IU)6kVpawntoiufeirfve4th. 
•B» Knight's pawn to adverse 8dr 

41. 
W. The rook to kk^'s square. 
B. Knight's pawn to o^ver^e 2d< 

.48. 
W. The rook to K. knight's jsqufuw- 
6. The rook give^ ch^ck. 

48. 
W. The king to Q. bishop's 4tht 
B. The rook to adverse K. knight's 3d. 

44. 
Wi Rook's pawn^to adverse .3d. . 
B, The rpok to knight's Sd. 

.45- 
W. The king takes the pawn. 
B. Rook's pawn aqother square. 

.46. 
W. The king to o^ver^^Q. knight's 3d» 
B. Rook'jst pawn to adverse 4th. 

47. 
W. Rook^s pawn to adverse Sd. 
B. The rook takes the pawn^(/) 

lost tbe gune; because ycmr kiag* would bitte prevented yoor 
rook from arriving at the promolioii linOi in time to stop th^ 
passage of his knightfs pawu. 

(0 If, inst^ of taking your pawn, he had played rook to 
his knight's square^ you had won the game immedialely by ex« 
«:haaging your rook for his pawn. . 
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TH£ queen's gambit. 5S5 

48. 
W, The rook takes the pawn, (m) 
B. The rook to K. rook's 2d. 

W. The pawn 2 squares. 
B. The pawn to adverse 3d. 

50. 
W. The rook to K. rook's 2d. 
B. The king to knight's 2d- 

51. 
W. The pawn to adverse 4th. 
3. The king to knight's 3d. 

52. 
W. The king to adverse Q. bishop's 3d. 
B. The king to knight's 4th, 

53. 
W. The pawn to adverse 3d. 
B. The king to adverse K. knight's 4tb. 

54. 
W. The pawn to adverse 2d. 
B. Takes the pawn with the ropk ; and play- 
ing afterwards hb king upon the togk, 
it must be a drawn game. 

^) If yott had taken his rook, you had lodt the pune. 
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S3& FBII4S09V AVAIJFSU4 • 

'...; . ■ ; ■. . ■r.i ..M r.T 

FIRSt BAt^ GAM' ■'' 

W. King's pawii 1 square,* 

B. K.. b. p^wn i j^(juai;es. (a), . . ^ 

W. King's bishop takes- the piawnl^ 
B* K, pawn 1 square. .., .^^ 



• In the Edition of 1791, pvfelfcbcd by Wingrave, Philidoi^ 
gays :| *-< A c^i:taifQ|ai^or,'\^^i^i^ ,tp gTA>MMX,]'^;berwise a 
<« very gooci piayer^jwjho^hieflvjdelights-U^ t^^ QiMen's Gam- 
** bit, teaches to pusH this pawn only one square : the pre* 
** ceding game may convince h^, that it is betteif to push it 
** two: neverthel6ii,l>iH>apite5Jihk'by''pushteg*a^^ one 
<' sqii$|e^09lir.iif^ $irtnQiin»'A)ceite aibadi playeij. but that 
*^ does not justify the move.'* ?. % 

Mr. Sarratt offers this j^s.a <jireq(i|On:,.,^!Wit}ira player 
^ tvAo ({be* ffo( «vj9^rf the. gambit's pawn, i^ i&,be^er to play 
^ ^hii]i>awfaf\v6ilepk,*' Vol. li 189; ftni two pages farther; 

** it is much better to p)Mfiiiii%'i:^^ti^V^ one step:" sus- 
pending the propriety of a move on a precarious *^ Future 
** mo«ftoi tUdcbetBiiyv^i^* ^bh^'tifi 4vt^\^.^±fltiience 
^* ought to teach him to refrain !" 

(a) This counterplajsjiaMfilMlM^<>fc^<l heen better to push 
K. pawn two squares, because his pawn hinders your king's 
and queen's pawns from uniting in the centre. 
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THV ftOXBN% Oi4liqftt9l Off 

S. 

W. K, b* p9iml squarei ^ ' 
3. K..koight1)o bishop'^ 8d, <^1> 

W. a kni^to bishop's 3d. ' 
B. Q. b. pftwti 3 squatw. (6^) 

W. ILkpigkitto1dtig'sS^> : * 
3. Q. Icnigbt tp bishop'4 8dv • 

W, The kisgewdes. . • ' . 
B. K.kn. pa«i|.3squi(res.^oX 

W. The Qt pawq tak^ tbis pdjivn:(iO 
B* The qii^a tak^ the .queen* . 

10, 
W. The rook takes the queeol. . 
^ B* The K^ Wtiop takes the pawdi 

W. i^. jkp^^t to qHeen's 4th, . . 
B. Thel^ingtphisgdsquwe, . 

(b 1) {h 2) Both those nuovei pondocci ta pteventyour centre 
pawns from standing a-bi^afft. 

(c) A preparation for pushing hi% K. b. pi^wn upon your king's, 
in case of opportunity ; which would separate your be^t pawns. 

(d) If, instead of taking with this pawn, you had advanced it, 
the adversary would have attacked your K; bishop with Q. 
knight, to compel you to give check ; on which, by playing his 
king to bisk^'s 2it he WQUl4 gpaii<imave^andagood situalion* 
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^8 |»HILIJ>OR's ATSfALYMlB.^ 

1%. 

W. Q. knight to fmVs 4tb; 
B; K. bishop to quoen's 3d. 

13. 
W. The Jciiigbt tabes the knigbt.. 
B* Th^ pawn takes the koight . . 

14- 
W. K. h pawn another square, (e) 
B. K, r. pawn I square* 

15. 
W. Q. bishop to queen s 2d, 
B. The knight to queen s 4th, 

W. K. kh. pawn 1 square. 
B. Q. bishop to queen's fid. 

W. The king to his bishop's Sd, 
B. Pawn in Q. bishop's file 1 square. 
18. 

W. The knight returns to Q, bishop's 3d. 
B. Q. bishop to his.dd. 

19. 
W. The knight takes the knight 
B. The pawn takes the knight. 

20. 
W, K. bishop to king's fid, 
B. Q. rook to K. knight's square, 

. (e) To hinder him from placing three pawns a-breast. 
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THE aU££N*8 GAMBIT. SS9 

21. 

W* Q. bishpp to his 9d square. 
B. The pawn takes the pawn,* 

W. The bishop takes the rook. 

£2. ^-- — Pawn takes king's p^^chg. 

2S. King takes pawn. Rook takes bishop. 

S4. K. bishop to S. King to 3. 

25. K. rook to Q2. Q. pawn gives check. 

S6. King to b2. Q. bishop to aA). K4. 

27. Q. rook to K. King to Q4. 

28. K. rook to K2. Ilook to K. 

29* K. kn. p. another sq. Bishop takes bishop. 
30. Rook takes rook. Pawn takes pawn. 

31. K, r. pawn 1 sq. Q. b. file p. to adv* 4. 

32. K. rook to adv, Kn,. Q. p^wn to adv. 3. 

33. King to 3. K. bishop to Qb4, chg. 

34. King to b4. Q. ptfwn to adv. 2 ; and wins. 

• Pbilidor appears to commit an error, about this part, 
in the conduct of the Black, as he does, at the 3l8t move in the 
course for the White. The Black, to make a drawn game, 
should now seat K. rook at his second square, secure from the 
present attack, and ready, if necessary, to go to the bishop's 2d. 
Otf if he choose to sacrifice a rook for a bishop andffown, as 
above, he should rather take the knight's pawn, at the 22d 
move, than the king's ; he would, indeed, obtain two pawns, and 
one of them would he passed. — Epitqr. 
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990 FOiLiDOn'a AirA(.T94t/ 



VARIATION, BY THE EmTOR, 

. This is the only £x:ample in which the king's 
pawn, at the 3d move, adwoces but a square^ 
Philidor, in an earlier publiciition, dissuades from 
tfa» stfp^-^oot on the ^oufid of its pendering tbo 
Queen's Gambit leas iiiterestifig,. w^^^ he jqstilj 
might ; but on the grOuiid of its. entfuijlog defeat, |ii^ 
which he^af^pMurs to be.imstaken. . Inde^^ h€ bQXiQie 
sensible tbat the turn ^ven to this liackTgame i^Bs 
inaccurate; and^ in Wingrave's ^itiQili of 179^1 x 
thus accounts far» Mad partly correct^ it: ^^I let 
^' yom* ffone be }ost, only to siiew tbe. ^trong^h of 
^' two bishops against tiie rooks, partiCMlM'ly wtxeo; 
^^ the king is placed between two pawns* But if, 
'* instead of employing your fooks to make war 
'^ against his pawns, you had, on the Slst move, 
*^ played your rook to the black queen's square; on 
" the 3Sd move, brought your other rook to the 
<^ adverse kings secwd square ; and, oq the S3d 
*^ move, sacrifioed your first rook fer bis king's 
** bishop, — instead of losing, you had made it 
** a drawn game," Hie Editor cannot deem it 
a satisfactory reason, for losing in a good position, 
to say that it is done to shew the strength of two 
lii8bQ()s against two rooks; because, if tJjie b^. 
play be not employed^ nothing is esiablishttL Be* * 
sides, the amended course still leaves the manager 

2 
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ipent of the attack incomplete and faulty; for if 
the first of Phujdpe'^ djriect^ns ba adppted, and 
his second, of resigning a rook for a l)ishopy de- 
plined, — the ganie may b0 won; as fippears by 
playing a few moves. ^ • 



:: ij:. 



f \ 



VO^IJIO^ Qlf TH|5 PIH<;FJ?^ 



39,. Q. rook .ta adp^ K&I Q. pawn to^aih, Qs; 

33. Q. took tjou^v. QSLi .The pawn is queened. 

34. Rook tafteeibp., ckg^. King, ta adv^:^ Qb*. 

35. Rook takes queen. Bishop takes rook. 
36* Ro^k tekefl/JbishGfik. ; 



Digitized by 



Google — 



93S. rH|(.||)0»S AKALTSI8. 

SECOND BACK GAME. 

Tlaytifrom Leader. 

Error in Defence. 

3. ■ ' Q. kn. pawn 2 sq. (a) 

4. Q. r. pawn 8 sq. Q. b. pawn 1 sq. 

5.\ Q. kn. pawn 1 sq. Gambit pawn takes p, 

6. Pawn takes pawn. Pawn takes pawn. 

7. K. bp. tM^es p., chg. Bishop interposes. 

8. Queen takes pawn, s Bishop takes bishop. 

9. Queen takes bp., chg. Queen interposes. 
10. Queen takes queen. Knight takes queen. 
1 h K. b. pawn S sq, K. pawn 1 sq. 

IS* King to 2. K. b. pawn 2 sq. 

13. K. pawn to a^v. 4. K. knight to K2. 

14. Q. knight to b3. K. knight to Q4. 

15. Knight takes knight Pawn takes knight 

16. Q. bishop to Qr3. Bishop takes bishop. 

17. Rook takes bishop. King to 2. 

1 8. King to b3. K. rook to Qk. 

19. Knight to K2. King to 3. 

20. K. rodk to Qr. ) K. rook to Qk2^ 

2 1 . Q. rook give9 check. Kmght interposes. . 
22.. K. rook to adv. Qk4. K. kn. pawn 1 sq. 
S3. Kpight to Qb3. Q. rook to Q. 

(a) Whether the Attack has pusbe4 K. pawn one square, or 
twO; it is a decisive error to support the gambit pawn« 
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f HE QUSEN^S GAMHIT. 333 

94. Q. ibdc takes p. Rook takes' rook; 

S5^ Book takes rook ; and 
wins* 



THIRD BACK GAME* 

Played from Leader, . 

Error kt the Atiack, 

4. Q- pawn takes pawn. Queen tdkes queen* 

8. King takes qaeen% Q. bishop to K8« 

6. K. b. pawn 2 sq. K. kn. pawn 1 sq« 

7. Q. knight to b3. Q. knight to QS. . 

8. K. r. pawn 1 sq» K. n pawn S sq. 
9* Q* bishop to K3. Castles. 

10. King to QbS. K. bishop to Qb4. 

1 1. Bishop takes bishc^. Kni^t takes bishop. 

12. K. knight to b3. Q. b. pawn 1 sq. 

13. K. knight to adv. 4. Q. kn. pawn S sq. 

14. Bishop to KS. K. knight to K2. 

15. K. knight takeii bp. Pawn takes knigtit. 

16. Q. r. pawn 2 i^q. Q: knight to adv. 3. 

17. Q. rook to 2. Q. r. pawn 1 sq. 

18. Pawn takes pawn. R. pawn takes pawn. 

19. ftook gives Cheek. King to Qe2. 
SO. Rook takes rook. Rook takes rook. 

81. Rook to Q. Q. knt. to ado. Q4, chg. 

22. King to Qk. King to Qk3. 

23. K. kn. pawn 2 sq* Pawn takes pawn. 
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S4. Paiirti'itolMS jii^ini : Q. l)« pwnra t^.^^ /^ 

25. K. kn. pawn to advi 4J rH^. ktiight tft Qi^,^: . . 

26. Bishop to Kk4. Q. kn. pawn tjd-ado. 4n 

27. Knight to KS. K. knight to Qr4. 

28. Knight takte kmght Pawn takes knight 

29. Bishop takes pawot ., .King to Qjb,4. 

30. K. b. pawn to adv. i. Q. pawn to adv. 3. 

31. Pawn takes pflawii; Knight to adv. Qk3. 

32. Free p. to advL^^ ,: JlQak\to Qr. 

33. Boakitsdcei^ t)»ink . iBaal^^gkaeheekJ .b 

34. King^Teinl0fe8(» . ' Rook.g)kwr cheshmaki 



tttti: 



FOUIkTH BAC« GAMli. 

Thy ed from LtdlUr. 

£rroff m Attach. . 
7* K. bp. takes gambit p. Pawn takes pawn. 

8. Pawn takes pawn^ Kl kni^t to adv. 4 

9. K. knight to b3« Queen giv^ check. ^ 

10. Kii^ to Q2. K. knight to adv. iLSi 

11. Queen to KS. Q. bishop to adv. Kk4u 

12. Queen to 3« K. knight takes p. 

Id. K. iuiigjUt to L Queen to adv. K., chg. 

14. King retires. K# bishop stakes knight} 

and must win. 
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1»IC aVSKN S OAM'Bli^ 



'SSS 



10. 

II. 

IS. 

13. 
14. 
15. 
16. 
17. 
18. 
19. 
SO. 
SI. 

ss. 

S3. 
S4. 
S5. 
S6. 
ST. 
S8. 
S9. 
SO. 
81. 



AtJ 



FHP^ MCK GAMfL 

^ 'Played from Leader, 
, Erfift^m Defence. 

Q. kn.'pafTva S sq^. 



I^pig^t.tp .aA?- Qb4. Castlef. 

Q. npawQ^>sq, Q.laught to |R8* • 

Knigbt t§k^ kmgh*. Bkhap t^ke^ knight . 

R. pawn tj^, pawn* Bisliop taj?^ pawm . . 

S- ^W* iVPW?. 1 ?ft* 1^* b. »R8W« ^kas j£iwcu 

Q. kn..|»,^takes;p. BkJwptoQg* ; 

Q, h^.tg^adpfKjE^. Pawn tajk^^pf^Mim : v 

Pawn tak^^pawn, ; I^g^ »^ . ; ; . - 

K. r. pawn 2 sq* , -Pftyn t^J^ei^.bidwjpi* . 
Pawn takes pawn* Koig^ ip ft4v 
Bishop to adv. Kk3* Knight to a|fc.;KjB4. 
Queen to b2* Knight takes bishop. 

Queen takes knight. --Bi^bep to Kb4. 
Qu. to adv. Kr4, ckg. King retires, 
K. kn. filep, toflrfv* 3. Bishop takes pawn* 
Queen ^kfes' bishop/ QuefeitD'KBS. 
Q. rook to fl^i 5) ^^iieeh takes queen. 
Q. rook takes quean. . ^ nook to b2. 
KingtoS. ^ Q.;r. pftiro;i8|s<i../l 

Q. T^tfk to adv. K9. J^ifmi^to'atk^4, . 
Q.ropk takes p^wn. I^.pftwnl©^jf3. 
K. rook to Qr. R, pawn to aib.S. 
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SS. Q. rook to KS. K. rook to b3. 

33. King to Q3. Q. rook gwes check. 

34. King to 4. Rook takes rook. 

35. King takes rook. Rook to QrS. 

36. King to Q4. King to b8. 

37. King to Qb3. Rook gives check. 

38. King to Qk4. Rook takes pawn. 
39* Rook takes pawn. King to 2. 

40. Q. b. p. to adv. 4. K* kn. p. S sq. 

41. Rook to adv. Qr2. King to Q. 

4S. King to adv. Qe:4. Kn. pawn to ado. 4* 

43. King to adv. QbS. Rook checks. 

44* Pawn covers. Pawn takes pawn. 

45. Pawn tak<es pawn. King to 1. 

46. Rook to adv. Kk2. Rook to Kr3. 

47. King to ado. QbS ; 

by pushing the pawn 
will win. 



SIXTH BACK GAME. 

Plaj/ed from Leader. 
Error tn Attack. 

10. K. b. pawn reprises. K. knt takes K. file p. 

11. Knight takes knight Queen gives check. 

12. Knight interposes^ at Q. bishop to adv. Kk4. 

KkS. 
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THE queen's gambit* 337 

15. K. bishop to K2, Queen takes pawn. 

14. K. rook to B« Queen takes knight^ chg, 

15. King to Q2. K. knight to Q2. 

16. Rook takes rook. tlook takes rook. 
17« Queen to K. Rook to adv. Kb2 i 

must win. 

Setting aside that move in each, which is dis* 
tinctly pointed out as the cause of defeat^ the 
Second, Third) Fourth, Fifth, and Sixth Back 
Games of this gambit are played very correctly* 
Slightly surveyed, the Leader may seem less bril* 
liant than the Back Grames, as the balance of play 
precludes a decisive result; while it is on that 
account superior to them : in reviewing it, the 
attention is repaid by numerous strokes well 
designed and well parried. 



■jgsteasa 
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AND 

<£nli« of ipattie«* 



Sect. t. 
METHOD OF GIVING CaHEC&MATE 

WITH A ROOK AND A BISHOP AGAINST 
A ROOK; 



Position^cfthe Pieces, 
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In a fot^ner feditiohj I thought ft would ^irfSce to 
place the King t0it%'ikh single Hooky in ^t pcWi* 
lion whifeh was most favourable to a pWtracted 
defence : but, as many lovers -of' the gfiftle tdfesfre 
to know the mode of iforcing him hito ^&6 ^^dsitibn 
here assigoed, it will beishewn in the n^k£!Ekaii)ple« 



, . . White. 9^'\ .'? ., 

1. RqqJc gives check. . |took:iot|Bi|>ows»; ; ^ 

2. Rook to adv. Qb2. Rook ioido. .Q«* (ff) 
^. Rookto/iA?. QK»;(ft) Riook tb aift/. f^. ' ^ 
4. Rook to adv. Kk2. (c) Rook to fltflfe. Kb. (d) 

(a) He takes the situation best calculated to elude you. As 
a prelude to cUeck-nifit^ >E!Qu)muit bomfU {lie adversary to 
place his rook, either at your queen's tguarcy or at your queen's 
third. In either. (iosHioQ, thie game ifitt~i)e w<m after a'ftftr 
computed moves. . ; , . \ ''' ) /.../i .'. .\» o] :'o' [i /. 

(p) He must, to prevent th^piat9^yjlajj\ft» (ypiMr< .^fi^{^ 
square, or to your queen's ihird square. . v\\, /. i T 

(c) You have forced him to play hi^ rook to one of tbof^ 
squares where he is in a course to iose/()ut this' is not enough; 
for your rook must not |)e farther from your king thuna hiight^s 
move. If you were to play your rook to queen's bishop's second 
4qtiflirei i$^ yicnAd' pls^ bis to^ t6 ^biit' qtx^H^s ieeonfd *^ and 
J0U musti ibe . jperpetMiliy^ itcbtttrifeiidiiig .' #^^i^W,i by p^^ib^ 
your rook to the wing on which he is not prepared to interpdst^^ 
,lie:aittsti;lD piirry fhe^tftfe, {»lay his rddk'td' yoiirJ^in^ l^ialk^p's 
isqiiare^ which is. no better than tbiEkt of hisiqudeh. • ^ 

{d). In the Firft Bacl^ Gmme^ king t^'biUhof^ kjiiart. 
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. 5. Bishop to Kb:3. King tD> jj.. («) 

6. RopktoKK4. , Ripgtol. (/) 

7. Rook.to Qb4. llook to adv. Q.,(gr) 

8. Bishop to Ka4. , ; King to b.. 

9. Bishop to ad^. KbS. Give^f cAecit. 

1 0. Bishop interposes. : King to kn. sq« 

11. Rook to Kr4; and 

wins. - 

(e) In the Second Back Game, rook to adverse bUhop^s third. 
{/) He returns, to leave an interval for his rook to cover the 
check of y9ur. rook, 
(g) In the Third Back Gtaa^i^king ta ki9kqp*s squ^<. 



FIRST BACK GAME. 

4, .; >, . ■ . ■ ,.; , , ; ■ . ■ ■■ King to B. 

5. Rook to adv. Kr2. (a) Rook to adv. Kk. 
6i Roo^'to mirffi. Qb2. (A) King to kn. sq. 

7. RookcAA^.^attfrftr.QB. King to u2. 

8, CJiecJcs at df(/t?l Kr : *nd 

Lm;.(a) This.pQiffpc^^.hini^Q play. his rook to your king's kmght's 
squarep tOjpe^ry t^e iQ^tei, whtcb waiOmdii^ wifl )|^vteiyou hiB 

^ (i^)/ You. lefvo him, npvOjtti^.^liy. to (escape the liate^ than 
playing king t9 knight's sqi^aiie ;. for« if his rook check, yon 
preserve t)ie attack in force over him by interposing the bishop. 
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SECOND BACK. GAME. 

Rook to adv. Kb3. 



■ ft'BJshop M ca^yikS? ^ Gives ehe&<f; *^ ^ ^' 
' 7. Birfitfp irtterj^edes: • ^Rook to adi)\ Kb3. (») 

8. Rook checks^ at a<afo. King to B/(i) • ^^ 

K2. 

9. Rook to advvQ:is9iv' sKlhg to'kn. sq. 

10.. Rook i9 adv. ^^%:, King to bu<^ . -t 

chg. . ; } ^; ;i.; ^ /. 

n. Rook: to Kx4, ; / , . ICiiig to iJ{d) 

13. Bishop to Ks4; and 

must.win.: -;' ■- ^>'. ;.- ••i--- -^ 
...... .f . ., / 

(a) If he had moved his king to bishop's square, you would 
have played your rook to advefS^king's rook's second, in order 
to give mate the next move. • ' ' ** 

{b) If he had gon^ \^ queen's square, yiofu'htMl plty^ y^ur 
rook to adverse queen's k^j^'s sec^nd^ 19 l>r^(tf:^f 'gi,v< piate 
the next move. < . 

(c) Had he played to rook!s square, you had won his rooki 
giving check by discovery. ' ' , 

(</)>If, instead, he playVook to ad Verse king's third, to pre- 
vent the check of your bibhop ; you play rook to K. rook's 
./f^ur^^ tp.^ve.nalethe tocit niote,' • < 



THIRD BACI^^ GAME. 

KlHg to B. 



8. Bn^hop to adv. K4! ' King to kn. sq. 

9. Rook to Kr4 ; and 

must win. 
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' METHOD 

r> -f ,: . • ^ ... . . 7, 

B^Ogy^TTp ,TiV35,^ TOE P<)S*:?J«K r^M«tN.irD 

IN p. 3.88.- , ' , ' :, . :u y^ .\. ^o^\ .^ 

Ty'HjTE.-^JJnie kic^ at bi^lburtb squttfe. 
A bishop at kings third. 
\^ took at queen's rook's second* 

Plack. — The king at his third square^. 
A rook at queen's second. 

White. Bhck. 

lih^toi\QKi.(a) Rook to Q. 

«. Bidiojj to=KB4. (4) Rook to K. 

3. Rook gives check. King to bZ.M^^/^.'^ 

' 4/ King to adv. Kb^. Rook to adv. K2. 

5. .Roojc jto Qk. (c); ,:Rook to adv. Kaa. 

(a) Had your rook checks, he had iulesfmed Us ; but he 
is now obliged to move his rook^ which enables you to employ 
your bishop. ^ --- -r - 

(b) This prevents . hi^ took from ooveriog- the check from 
yours, so that you may force hfsking to retrograde. 

(c) This move«|s jnateipia]^ in ovde^Wemploy your bi^op as 
abovedirecte^;.that.iSj^ to debar his rook from covering the 
check which yours will give. 
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6. Bx)Qkgives^ check. King to b. ((^) ; 

7. King to 4. I King toJ. (e) . i 

8. Bishop to adv. S14. Rooft to. KbS. . . .: < 

9. Rookg-iVe^^citec^v-: Kingfo/fi^.. o: ' »;! ; . 

10. King to adv. Q4. Rook to adv. K:6.> 

11. Rook to adv: QelS, Ki^to K . ;; .;[ 

chg. ••>' ' ) ..:• .^ '•..,; ■ 

12^. King to tfdi;. Kiy the i . . 

positionfirito^s^ed. '. 

(d) Had he played king to his square, you had advanced 
your king to the face of his', offering the bishop. The whole 
difficulty consists in placing your bishop at adverse king's 
fourth. The antagonist's manceuvre to prevent it, will be — 
living his kin^ insa(ti;fcj,^ and play ii^ his /oob, alternately, 
from the seconds to the first square of yoqr king's bishop. 

(e) If, instead, he give check, you play king to adverse 
queen's fourth, whicn will give your bishop the desired libehy.' 
In the Back Game, king to kni^t's squarie. > si 



BACK GAME. 



7. • King to kn. sq. 

8. Bishop to adv. K4. Rook to Kb2. 

9. Rook to Qk: Rook to adv. Kb2. 

10. King to adv. Q4. King to b2. 

1 1 . Rook gives check. King to kn. 3. 

12. Rook to adv. Kk2, King to e3, 

chg. 
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S44 philidor's anaxysis. 

13. King to adfi. K3. Rook to a^. Ki. 

14. Rook to Kx. Rook to acio. Kb3« 

1 5. Bishop to nch. Kb3. King to r4. 
\6. Rook to adt. K!k4, King to r3. 

1 7* King to adii. Kb2. Rji^k to iUdv. QbS, ; 

1 8. Rook to adv. Qk4. Gire^ check. 

19. Bishop interposes. Rook to Qa* 
SO. Rook to aiiv. Qk. . Ki^g to^R4- 
^l.Rook to Qk4; and 

wjU nf)^te the next move. . 



It may be «een by this Back Game, that when 
the pieces do not stand exactly in the situation 
before iM^^ignedy there may be various ways to 
force the mate : but a circumstance not to be. .dis- 
pensed with, is, that the bishop must stand on a 
diagonal running dose ta his Jdng^ tp cover him iix 
case of a ch^ck. 



iS5»P 



Digitized by 



Google 



DIFFICULT MATES, 11.' 



945 



Sect. II. ' 

METHOI) OP GIVING CHECK-MATE 

WITH A KNIGHT AND A BISHOP. 

Position of the Pieces, j , i r . 






H^^ite. Black. 

1 . Bishop to Qb4. (a) King to kn. 3. 

2. Kinig to' B4. King returns to b5. 

<«) The maite must be given in a comer square of tie colour 
on which the bishop moves; add when the adverse kiqg* retires 
to the angle differently coloured, the stroke is effected by a 
gradual process of eighteen or twenty moves. 
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346 finwDOii'^ j^v^IaTsis. 

3. Knight to Qb3. King to kn. 3. 

4. Knight to K4. (^ . King to r3. 

5. King to adv. Kb4. King to r2. (c) 
GtMng to adv. JSiBi. King to r. (i) ^ 

7. Knight to /iffv. Q8. . Kwg ;r2|. . 

8. Knighttotf^i?. KB2.(e) King to kn. sq» (f) 

9. Bishop to Q3. ' 5fCing to b. 
l(i Bishop to adv. KRSr King to 1. 

1 i Knight to adv. K4. King to b. (^) 
isi. }ixOi^ioadv.Q$,ckg. King to L 
1^. :^ing to adv. 3. King to Q. 

14. :^ii^ to adv. Q3. King to I. 

15. 3i^hop gives chck. King to I5iv 
}6. Qishop to adv. K^S.. Kinjg to Qb. 
17. KiHgbt to ad^. Qb4. King to Q. 

^b) JThe office of the knigbl is to explude the adverse king 
frofn the squares which are out of the bishop!s field* 

(f) If he had played to rook's fourth, you must have given 
ch^ck with the bishop; an4 should he then pass to that quarter 
of the board which has a comer square of your bishop's colour, 
you will mate-him in a4ew-4Bove9. 

(J) Ifhe ^d m^yed tft joftk'stUld^yoaiaiBtliaTOi^ 
bishop to king's second, to compel him to the black angle, 
whence your knight will soon dislodge h^n. 

(f) From this position, the mate is forcej^ in about eif^teen 
or twenty moves. 

(J) The knight prevents |) is king fnofu returning to the 
corner. The process is, to excjiude him with t^e ki|i^t from 
the black squares, and with, the bjshop from the^ white. Qneti, 

(^) In the Back Game, king to quepCa square. 
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18. Knight to adv. Qk2, King to Qb* 

chg. , 

19. King to adv. Qb3. King to Qk. 
£0. King to adv. Qk3; > . iKiilg to Qb. 

21. Bi^op giv^^ checks . K^og Xo, Qip-; : > > 

22. Bishop to adv. Q2. King to the angle, 
S3. Knight to adv. Qb41 K^ing to Qk. 

24. Knight tp adv. Qr3- -^King to the angle. 

chg. ■ 'J'- - 

25. Bishop ^ii;je* check-^te. ^ - . 



BACK GAME. . 

11. ' Kitigto'Q. ' 

12. King to flfifo. K9. - ^ Kingt6 Qb2;' 

13. Knight to adv. Q2.(«) King to Qb3. 

14. Bishop to Q9. (b) ^ King to Q«2. '* 

15. Bishop to K4. ^ King to Q. 

16. King td adv. Q3. ^ King to 1. 

17. Bishop gives check. King to Q. 

18. Bishop to adv. Kb2. King to Qb. 

19. Knight to a(h. Qb4. 

It is needless .to proceed. The posidon 19 that of the seven- 
teenth move of the game. 

(fl) It is to be observed, that the knight does not change the 
ikection of his moves, whether the single king adopt the course 
of the game or the back game. 

{b) Had this bishop given check, he had passed into the 
other corner; and your attack had been eluded. 
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S4S FHIJLIDORS ANALTSfS. 

Sfict. III. 
METHOD 

OF GIVING CHECK-MATE WITH A ROOK. 

JPosition qf the Pieces* • 

White* — The kbgat hi» fourth square^ .1 . 
A rook at king's rook's sqjiare. 

Black. — The king at his third square. 



WkUe. Black. 

1. Rook gives check. King to 2. 
S. King to adv. 4« Kitig to. Q^. 

3. Rook to adv. Kk3. (a) King to Qfig, 

4. King to adv. , Q4. ' King to QkSI. ; . 

5. King to adv. Qb4. King to Q»Si 

6 King to adv. Qi^4. Kipg to. QkS; (^> , 

7. Rook checks, at adv. King to Qb, ' 

Kk2. 

8. King to adv. QbS. King to Q« 

9. Hook to adv. Qr3. King to 1. 

« (a) You must have his king opposite yours by his ovm moce^ 
mcnty previously to your repeating check : becauee he is then 
forced, by thje check, to retrograde. ,If you play, your king 
opposite his, he will restore his king to its previous .place. 

(b) He is coippellcd to place his king opposite; your^^ or 
abandon the rank. 
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10. King to adv. Q3. King to b. 

1 1. King to adv. K3. King to kn. sq. 
IS. King to adv. Kb3. King to r. 

1 3. King to adv. Kk3« King to kn. sq. 

14. Gives check-mate. 



There is another mode of compelling the king 
into the rook's mate, "which may be practised with 
great facility, and which will, in general, be found 
mbr^ summary than that which has been exhibited. 
A description of it, sufficieady intelligible, may be 
conveyed without a notation of the moves. The 
principle of it, is to confine the adverse king m a 
square, two sides of which are formed by the extre- 
mities of the board, and two sides by impassable 
liciest, running from the station of the rook. Thb 
station must, at the commencement, prescribe as 
narrow limits as possible ; and the square you con- 
tinually abridge, by the progression of the rcfok, 
supported by the king. When the adverse king is 
reduced to an area of four squares, it will be proper 
to suspend the action of the rook, leaving him in 
the great diagonal, on the third square from the 
corner. The interim will be employed in seating 
your^ own king on the third square of the rank or 
the file. This completes the preparation for phack- 
mate. 
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i^H'lLII^C^k'^ ANALYSIS. 



Sect. IV. 
CHEGK-MATE, 

BY THE QUEEN AGAINST A ROOK. 
Position of the Pieces. 




White. Black. 

1. King to adv. Qi. {a) King to adviGiK^. 

2. Zing to Q4. King to adv. Qr. {h) 

" (a)' It were unavailing to giv^ check with your queen, before 
your king has approached the adverse king. 

(b) He offers you his rook ; but, if yoa take it, he will be stale- 
mate. 

S 
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4- Queen Xoviii'ahgi ^^ih^'vA^ov^y^ ' ^ . 

-\". ■ .1 jj ■ ' -,. '• ' . ► 

The next move, by the^d^sign of "PH^ci^BiOit, is 
not tactical; the queen should remeiA^ And the 
king should approach aj3 he d"<5W"after the expletive 
moves; it is made to shew the game which can 
thien be played by the adversary. 

• " •* ; ' . 

(5) Queen to k3. Rook to adv, Q2, chg. (4j 

(6) King to Qb3. Viook checks, Sit adv. Qb2.* 
^ (7) King tb Q5.(i0 • Hoblr cfc^fe, at adir. Qt. ' 

(8) KinfetO'3. Rook (oitf<ft^ Qk^. ^ " 

(9) Queen to »4i. («> . Rt^ok to.arft^.QBS. : 
(10) King to Q[3. . 1^oif>k. to adt. Qk2, 

■ .< ./ '. ^V '■» . , ' 

. 5. King to Qb3. (/) Rook to ^(fo. Kr2. 

6. Qu. to a/fo. Qk4. chg. King to flrfi;. Qr. 

7. Qu.toflrfv.QftS.cA^. King removes, (g) 

(c) If you were to take his rook, he would be staJc-matc. 
Similar relations cannot be too much attended to. 

* See the Observtttion at the end, 

((/) Had he played king to queen's knight's third, he wouldl 
have made a drawn game by givfng check at your queen'i» 
bishop's third. 

(e) Your king may now invest the adversary by a near ap- 
proach^ without any danger of making him stale-mate. 

if) His rook is compelled to remove from his king, which 
allows you, by an inevitable process, to win his rook by a 
divergent check, or to give mate. 

(g) Had he covered the check, yoa had given mate. 
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8. Qa.to adv.QKSyChg. King to adv. Qr2. 
9* Qu. to adv. QeS, c^^r- King ren)Oyes« 
10. Queen gives a diver* 
gent check; and wins 
th^ rook. 



OBSERVATION, BY THE EDITOR. 

Nothing can depict more forcibly the danger of 
trifling with advantages than tliis, that our Author^ 
who merely intended to shew how a number of 
moves might be thrown away, has absolotdy ex- 
posed the game to be drawn, by the expletive move 
marked (6). After which^ if the rook check at ad* 
verse queeris 3dy the king must remove^ letting the 
rook exchange with the queen, to avoid giving a 
stale. 
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SKDS OF TAWtT^ Vu S53 

^ Sect. y. ' •'! '[ 
CONCLUSION DP: A PAjaiTY -WON, 

' ( ." - 'Position of the Piec^. 
Wflir^E— The king at j^isbishop^s fourth. 
The^queen at her third, square. 

Black — Jb^ Jaog »t bis second squace^ 
' V A. uWjc at Mng's fourth. 
.TJiie:qMe0a'^jpawn al qufjen'^^Sd^* , 

1. Queen cAeeAr^.(tO-^*^ Kingto^.'^ 

The next move is supjffliio]^ ancl u^^i^ng; andi 
I introduce it only to shew by what trivial means 
tunis may't^i gwhed or ios^^^ 

(2) Queeii to^lift>. Kit,t*^.i itingtoS. • *^'' '^ ^ 
'<8) <iufi«i to <tifv.' Q«v • •' ftt)bk tb Qui.^ ' i ' 

(4) Que€nto^2WlQK^,c^; Kihgtoflf. i" - ^ -' • ' 
'^5J Queen to oft?. Kki2. Rbok to K4.' '' ' ' 

. • :? .. !.'. • - ' • ' • •; . C!] :• • _^ j, -.1 . _ 

* This disparity offorcf in|i)m.a di»wi» g«Ae^ wboi 4^. 
pa/vAl^s pot b^en.mov^yasiQ S|^t.iyi.:*t-biit,iAtk6€^ of 
its having beea^vaAced, t]i«:<^uaf 9. mttil;. win* 

(a) Hit defenf^ dq[)qn(M e^Urely iip^ii not letting yQii^ Jung 
passyAndr with a view.tp fl^iui^liiin Ifaf) ob^tmctioift^ji^lSuig.lMs 
rook alternately from the queen's bisKoft'ft fenrtb, ip. the king's 
fourth, ^<;i9g>f4v^y* auppo0«d hy kift^piiMto* ^T^^iPtgect of 
the queenV manoeuvring, i^;U».ciN»pel Urn tQ.nbanioii these 
recurring moves. jJ. 

A A 
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354 Pl2lLlD0B*S iA.KALYSI$. 

2. Queetitoadv.QBS^{b) Rqgkto Qb4. 

3. Queen to adv. Q. ' Rook to K4* 

4. Qu. to adu.K, chg.(c) King to Q4. ' ^ ^ 

5. Queen toorfv.QB-C^) BMktQadv.K4i,chg.(e) 

6. King to adv. Kb4. . Rook to K4, chg. 

7. King to advi KbS. , Rook to flrfv.,K4. (/) 

8. Qu. to adv. Kb4j chg. Rook interposes. 

9. Queen to 3, chg. ' ' ' King to Qb4. 

1 0. Queen to %ig) King to Q63.- ^ - ' 

11. Queen to 4. King to QS. (A) 

12. Queen to her b4. Rook to Qb4. (0 

13. Qu. ioadv. Kb2, chg. King to Qb3. 

14. King to adf. !^2. Rook givei cheeky : . 

15. King to adv. Q. Rook to Qb4. 

16; Qu. to tfifc. Q2, ^A^. King to Q4. '^'' '^ ^ 

Qi) This move lays a certain foundation for yictory, 

(c) This forces his king to occupy the same file with his 
pawn, which will facilitate the passin^g of youf king. 

{S) You place him under the dilemma of n^moving his rook 
from his king, or giving a free passage to youcf . 

(c) If he had played king to adverse queen's fourth, yon had 
plAyed queen to adverse queen's bishop's third. In the First 
Batok Q^lfae; fHioA «(> ^'< rooA:'«ybtfff A. 
■- (/) If here, too, he had played kinged your queen's fourth, 
you had played queen to his queen's bishop's third. 

(g) At the ihstantyour king gets in the rear of his pawn» 
your advantage will begin to operate : to attain this, you must 
forcehim to play his king. • 
' (A) In the Second Back Game, kmg to queeies hi$iop*s 2d, 

(4) Had lie detached the rook from his king, your object had 
been to force his rook by a Cvergent check. 
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17. King to ado. K2. Rook to Qb3. 

18. Qu. to ado. Kb^J d^^, vKiijg to advl Qb4. 

19. King to adv. Q2. Rook to Qb4. 

20. Queen to k4, %. • ■ King to adv. Qk3. 
AJj^King teke3 pawn. - Rook to- adv.Q»2. ,, 

Thij is the position in Sect. IV. 



FIRST BACK GAME. 



Rook to Kr4. (ii) 



6^Qu. to adv. (^n, chg. King to adv. Qb4. 
7/ Qu. to her r4, chg. King to afrfr. Qb3. 
' 8. Queen tOES, cAg•.; 
aDdwinsthe{^m); . , .) ^., 

(«) His roolc being distant'from its Eiii^ ' kWi you to win 

his pawn*y a rfnwyefif cieci— or,if he moy^i^ttgdaHiediy. Ws 
rook. . > . •" 



:i\ \> 



SECOND BACK GAME. 

1 1. King jQ Qgg 

12. Queen to r4^^ Rook to Qb4. 

13. Qu. toarft;. Qb2, chg. Kingto Qb3. 

14. King to adv. K2 ; and 

must win. 

The white kingfs being able to manoeuvre behind the pawn, 
commands the event of the ganie. 
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3S6 .¥HILIOQ&'t Jk9AX.X«IS. 



■i 



, . A I?RAWN GAM9, ,.> 

AGAINST Tft&^^tSKV/BT AftOCMF^Vd ▲ PAVtti^. 

^ Positwri of iKe Pledes. ' 
White. — The kkig^^vecse^ueens fourth. 

The queen at her knisht's third. 

/: {/ -J ' '> ' 1 '-'' ' ' 

Black. —The king at queen s square. 

^ ' T^e queeii^s pawn afilTs^u^ "" ' 
the rook at klng*^ tiin^d;'^ ^ ; '^ :' ''^ 

White. '^r - .fykdk, • ' . 

1. Qu.toflfl?t;. Qk, cA^. King romov^ : ; 
SI. Queen to (z^t;. Kx. .Rook to Qb3. 

3, King toffijfi;- K4. . . Rpok to K3, chg. 

4. king to adv. Q4. 

It is a drawn games b^augo mUms 4he queen, nor the king, 



>n the rear 


of the black pawn, as in 


&c*.V. 




:. //i ^T". ' " 


) 


.:0 ( • 


';' .1 


.... 


\ . ^ - 




, < , r . * , ' .' 


.. :') ' ^, 


,. i'l .•;-.'.3,.;;p.'' 




'..!.'. ;•-.". .;. , 


■ , • -"^ 




• . i 


i.*: 
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ENDS OF JPAETIEfl, VJ3. SS7 



Sect. VIL 



A PARTY WON, 

BY A ROOK AND A PAWN AOAJIf St A BIdHO:P. 

Position of the Pieces. 
Wh ite. — The king at his fourth square. 

Tiie queen's pawn at queen^s fourth.* 
A rook at queen's square. 

Black. — The king aX his third square. 

A bishop a(t queen's bishop's second. 

White. " Black. 

1 , Rook to Qa. (a) Bishop to Qk. 

9^..Vio6kgh)e^ cheek. Bishop interposes. (A) 
3. Rook to rtrfv. Qk3..(c) King to Q2. 
4^ King to adv. Q4. ... .Bishop to adv. KkS. 

5. Rook checks, at adp» Bishop interposes. 

6. Rook to a^. Qr9>. King to Qb. 

7. King to adv. QbS. (d) 

. (^. la the BiickiQaimq/f)^ jpoctt jl^lc^X:. 
(A) If his king hgA -needed, y<>im had stept forward to the 
van of your pawn. This party is to be won oaly by advaheisg 
your krhg^add confimhg the advene king to the last rank> pre- 
paratory to pushing the pawn, 
(c) This compeb- his king tct recede. 
(W) In thi^ position the gane )s w^in, either by {WKshing the 
pawn to queen, or forcing the adverse bisfii^* 
3 
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358 fhilidor's analysis. 



BACK GAME. 

Error in Attach. 
1 • Pawn gifoes check, (a) King to Q2. 

2. King to Q4. Bishop to adv. Kk3. 

3. Rook to Qr. Bishop to adv. Kb4. (&) 

4. Rook gives check. King to QS. (c) 

5. King to 4. Bishop to adv. Kk3. (d) 

6. Rook to adv. Kk2. Bishop to adv. K. 

7. Rook gives check. King to Q2. 

8: Pawn to adv. 3. (e) King to Qb3. (/) 

9. King to tfrfr. K4. Bishop to adv. Qk4. (gf) 

(a) The result from this movement mu^t be a drawn game, 
because your king cannot by position recoTer the opportunity of 
advancing before your pawn. 

(b) It is material to keep his bishop distant from your king, 
to enable him to give check, should you play the king to one of 
the black squares next to your pawn. 

(c) Had he covered the check, you could have won, by advan- 
cing your king to the black square facing his bishop. 

(i) If» instead, he play bishop to adverse K. rook's second, 
you could win, by playing rook to adverse K. knight's second. 
In the defence of this party, the bishop, while he is so distant 
as not to be liable to capture, must be ready to step into a diago- 
nal that bears on the adverse king. 

(e) Had your king advanced, he would have obliged you to 
retrograde, by a check. 

(/) Any other movement had lost the game. 

(g) Your pawn is forced ; as your king cannot proceed, with- 
out blocking'the rook's action. 



L 
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KNpS OF PARTIES^ Vll. 359 

10. 'Baym discovery check. King takes pawn. 
1 1 . King to aOo. Q4. King to QbS. 

When a plater has a bishop against a 
ROOK, he must as soon as possible station his king 
on a CORNER SQUARE of a colour different from 
thejield of the bishop. It is the oiily place where 
he can insure a drawn game. 
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360 pBiLjDoa's a^taItsis; 



Sect. VIU/ 



"•/,Vk V 



A DRAWN GAME, 

AGAINST. A HOOK AND A PAWN, BY.A-^IIOpK. 

Position of the Pkcar. ' ' ^ ' 

White. — The king at adverse K, bishop^s fourtii. 
The pawn at king's fourth. 
The rdok at adverse K. rook's second. 

Black^ — The king at his square. 

The rook at queen's rook's third. 



Whke. Black. 

1. Pawn advances. Rook to Qk3. (a) 

S. Rook to adv. Qr2. Rook to Qb3. (b) 

3. Pawn to adv. 3. Rook to adv. Qb. (c) 

4. King to adv. Kb3. Rook gives check, {d) 

(a) By commanding the third rank, he hinders your king 
from advancing ; if he dewrt that rank before you push the 
pawn, he loses, as in the Back Game. 

(6) He is not to quit the third rank until the instant ^ter 
Hour pushing the paxon to the same rank. 

(c) If he had given check, he would have lost the game. 

{d) And he must give you perpetual check, unless you 
choose to detach your king fr«m your pawn : and if your king 
step obliquely from his successive checks toward his rook, his 
rook, when at length assailed by your king, will take a position 
so as to force the pawn. If your king retire upon your rook, 
^e will chi^nge rooks. 
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BACK game: 

Error iu Defence. , 

1. — T— - — 7 JLopk to adv. Qr^ 

2. KiiigtoV^^;. B3.(flf) RoQktoaJv.KB,cA^,(^) 

3. King to adv. Ks. King to b. (c) 
44 Rook cAecA:^* , r\ King to kn. 2. 

5. Rook to'arfi; IC \d) Ro6)c.to /wfc. JC - 

6. King to adv. Q2. . , King to b2. (e) / 

7. Pawn checks. ' King tP kn. 2. (/) 

8. King to fl/fo. K2. {g) "Rook to Wt;. 1C2. 
, 9. Rook to adv.^ Q. ^ ^ Rook to adv.Y,. 
lO/Roc^ 

1 1. Rook to Ksfi^ C^,( xKlQg itOr B)£^. M , 

12. King to n^t;. KB2i Rook i^h^ks. ' < 

(a) Had you placed the king opposite his, he had regained 
the (^portunity of drawing the game, by giving check. 

(j>) Had he given check at Q* rook's third, you must have 
interposed the pawn : and had he played king to queen's square, 
you had checked with rook, afterwards playing king to adverse 
king's second. 

(c) Had he not moved his king, you must have given check, 
and changed rooks. 

(d) Any other move had made a. drawn game. 

(e) Had. he given check, you had played king to adverse 
king's second. 

{f) Had he played to bishop's third, you had checked with 
rooky and next move pushed the pawn. 

{g) Had you pushed the pawn, it would have been a drawn 
game. 
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36£ PHILIDOR's ANAtTSIlS. 

IS. King to adv. K. : Rook to ado. KS. 

14. Pawn to ado. i. Rook to adv. QS. (A) 

15. Rook to QbS. King to kn. 2. 
l&JKook to adv. Qb2. (0 Rook to adv. QS. 

17. Rook to adv. Q2. Rook to adv. Qk2. 

18. Rook to Q. Rook checks. 

19. King to adv. Q2. Rook checks. 

20. King to adv. KS. . Rook checks. 

21. Rook interposes. Rook to Qk. 

22. Rook to adv. Q ; wins. 

(k) To hinder your king from passing to the queen's side of 
the board, and to bring kim» by a check, span under your 
pawn, in case he move out on the king's side. 

(t) You might offer the rook, at queen's second; as its 
capture would give a stale-mate. 
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Sect. IX. 
A DRAWN GAME, 

AGAINST A QUEEN AND A PAWN, BY A QUB£N. 

Position %r the Pieces, 

White. — The king at adverse K. knights second. 
The pawn at adverse K. bishop's third* 
The queen at her 3d square. 

Black."— The king at adverse Q. knight's fourth. 
The queen at her bishop's fourth. 

White. Block. 

1. Pawn advances, {a) Queen checks^ at Kk4. 

S. Queen interposes. Queen checks^ at K4. 

3. King to adv. kn. sq. : Queen to 4. {b) 

4. King to adv. r2. Queen cAA^., at adv. Kr. 

5. Queen interposes. Queen chks.j at adv. K4. 

6. King to adv. kn. sq. Qu. chks.^ at adv. Kk4. 

7. Queen interposes. Queen to K3. (c) 

(a) The White should seek to exchange queens^ — the Black 
should keep his king distant from adverse king» to avoid that 
exchaqge. — that his queen, by an intermittent check/ may pre- 
vent the pawn from queening. 

(6) To check fum^ would lose the game. 

(c) It is plain^ that, when the checking intermits, such a 
position may be taken as to prevent the pawn from queening. 
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364 PHILlBCmV ANAXY3IS, 

Sect. X. 
THKEE CASES 

OF A QUBEir AOA,IN$T A PAWN NEAR 

qvejening; 
Illustrating the following 



The pawn of either bishop, or either rook;,' at 
one- sqaare from promotion, supported by its king, 
makes a drawn game against a queen ir— unless the 
adTerse king 6^ pks^to itj or in mch^n relation 
as may effect: a fnate, witkJhe queen. But the 
king's or queen's pawn, or the pawn of either 
KNIGHT, advanced as far, loses. 

;: . . : First Case^ ) . 

GAME MTON AGAwsT tui KING'S PAWN. 

, Position of the Pieces. 

WjUTjE% — ^.^heking.at.adverse Q, knight's second. 
, ^ , The .queen at adverse Q. bishop s §q. 

Black. — The king at adverse K. bishop's second. 
. . j:; : The pawn at. adf esse kiDg*$ second. 

li. Ckhs. Biado. Kb4. (<?) King to tuh. fcn. Sv 
e. Checks at Kk4. King to d(f6. b2J ' 

3. Checks at Kb4. King to^rfx?. kn.'^. 

(•) To win this gftnfe, the qtt«ea nust ftianteoVit; as ntair as 

|i09sib)ey round the adverse king. 
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4. Qiueea toVKS.; (*)i : : King t0ii^ii;<.B« > n; > .i 

5. CA^tA#;a*iK83. i. Kiiiglto;«i*. K, ip 
64 KflDg to (life. Qift<3r(c) Kjin^ tox^diks^ QSi > 

8. Checks at b4. King to flrfv. Q2. 

9. Checks at 4. King to aA?. Qb2. 
la Queen to KS. . ;^ \J5H0]g to nrfv. Q. 

12. King to adv. Q4i.{d) 

(6) A recarrence-t6''lhM 'si^^V^ ^Jpi^iMfi^as at moves 5. and 

before his pawn. , , "' ,r,, 

(c) As often as his king blocks his pawn, you employ the 

int^r^fiPita4>rir^b^up76tii^1dag4 ^- ;, *^^ . ^i.'— .:i:;A ::. 
.lOif>v¥i>u:p]MQd.«ith«ii«itBiat9ait^^ moves, till 

your king assails his pawn^and then the game is won. 



tm'Ai^N ^(^*xme" aga>nst 'a: msmf'^ . . 

Pontion of the Pieces^ 
White. — The king at his Q. bishop's fourth. 
The queen Jitiitf Join's seconds 

Black. — The king at adverse K. knight's square. 
The pawn at adverse K. bishop's second. 

1. Queen chks. at Kk4. King to adv. ii2. 
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PUIUBORS ANALYSIS, 



S. Queen to Kb8. : King to adv: kn. sq. 

3. Queen chks. at KkS. King to the angle. 

He may safely leafe tlie pawn exposed; ioar you would give 
stale^mate by takitig it/ thiB ought then to be a4mwo game. 



- JTiird Case. -^ • 

DRAWN GAME AGAINST a ROOK^S 

PAWN. ' • ^'' 

Poaitim i^ the Pitcof. 
White. — The Idng at Ms Q. bishop's fourth; 
The queen ^at her fourth square. . / 

Black. — The king at ^yer«e.K«, knot's j^eoond^ 
The pawn lit advene K. rook's se6c&^. 



1. Queen checks j atK£:4..King to adv. b2. 
S. Queen to Kr3. King to adv. kn. sq. 

3. Queen chks. at KkSI King to the angle. 

Forced perpetually to remove your queen, to n^ake room lor 
his king, you could never bring up your king in time : so it 
must be a drawn game. 
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ENDS OF PARTIES, XI. 367 

Sect. XI. . , . 

A DRAWN GAME, 

AGAINST ASU^GLE PAWN. 

Portion ^ of^ the Pieces. 

White.' — The king at his bishop's 4th. 

• ' ' The pawn a:t adverse K. bishop's 4th, 

Black. — The king at his bishop's 3d., , . . 



White. — Black. 

I.King to 4. . Kingtp B2.(a) 

2. Kipg to adv. K4. "^ king^to 2. ' /, 
3lJ?awngii>es check; '""king to b2. 

4. King to adv. Kb^. ' King to b. (b) 

5. King to adv. K3. King to his sq. 

6. King to adv. Kb4.(c) King to b2. (d) 



(a) To prevent tke pawn from queening, be must bring bis 
king alternately to the face of the pawn, and alternately to the 
face of adverse king. 

(b) Had be removed to his ijuare, or to knighfs aqmrCf as in 
the Back Game, be bad lost« 

(c) Owing to the position of his king, if you push the pawn 
you cannot sustain it without making a stale mate. ' 

(J) His defence depends upon opposing his king to yours ; 
if possession of the master-square enabled you to oppose your 
king to his, you could win. 
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S68 PHlUDOa^' ANIALTSK* 

7* King to adv. Kk4. King to b. 
•8. King to adv. Kk3. , King to kn. sq. 

9. Pawn to adv. 2, chg.' Kang to b. 
1 0. Must desertilie pawi^ 

1 1 i- f '■ 



BACK 6aME. 



/ , King to l^iqr to kn. I. 



5. King to flrfv, K3. . King to b. ,., 

6. Pawn to adv. Q. 'King to kn^ 127 * 

7. King to adv. K£; msuu 



The reader will fmd in ttiCf Znff^Q^fjj^ tp 
Chess, Gen^eai^! Majcims,^^, s?)v^;f5H?f?!P'? (^ 
deterniining^when^ pawfi can be^quwf^ejS. . ^-^[ 2. 



■ •ii.'io ; !.'...:. ^) f;icri'r ,17/,;- •..!> J.:./'Jiq - l' (•. / 

.' . i/i Oct*: ) /liii l'" " 

.:- ,[ Li:-: •; ! .-..ni'^ ;!-.. 
.•••■;. '. •. :• :.•-•■• '. -! : 
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SVCMS OPyPABTIES, XIL '369 



ASectXlL 
A DRAWN GAME, 

PAWN TWQ ^SQUARES FRqM QUEEN, 

WHiTB.-pThe knigbv^ Q* roojklsjsfpond. 
The ki()g at,|il. roolfnS, 8^9pd. 

Black.— ^ The pawn fitBdven5(3;Qt.rr(Kik!s.Uiird,;[ 
The king at adverse .Qfr^gight's third. 

White. . BkiOi. 

1. Knight checks. King to adv. Qk2,. 

S. Knight to Q3, chg. King to adv. b^; 

S. Knight to kn. 4> chg. King to d^. kn^ 3. 

4. Knight to QS/ .' \ ,.. , - 

He cantiot push hi^ pawn, without rec^ving a dketgtnt 
check ; therefore it is ft drawn game. In positions, when the 
knight can neither cheeky nor hinder the pawn from advancing, 
a divergent check will he in his power^ if the pawn be advance^* 



,:..•'. \ 



B B 
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stcL xni. 

,:A BRAWN GAlVfE, 

4.G4IN9T tTT^pl FA.irJ9% -KTA BIHaiE TA-WN. 

^Position of the J?teca. 

White. — Thfe king at hk fourth square. 
^ A'paWn at kinfg'stasbops fourth, 
A pawfli at ad^ehsd kmght's fourth. 

B^ACK.^Thelkihg'athisthirdaquare." - 
A pawi^at kiiig^ knightV dd. 

If the Black were to pUy^imt^ the White would win: but 
the WUie having .tojmfpe^ it is a drawn game. « 

JThife: Slack. 

1. Ifing^taQ4. King to Q3.(fl) 

3. King to Q3. King to Q2. {b) 

' 3. King to 3. ' 'i King to 2. (c) 

' (d) If he' play to kings bishop's jjimrt&y9is in the First Back 
t3atne> you gain the position, and can win by force. 

(6) To queen's fourth f in the Second Back Game — loses. 

(c) He is thus enabled to oppose your king, whether you 
place him at his own fourth, or at queen's fourth. — Prilidob. 
Compare with Introduction to Chess^ p. 36, line j)ffiti/^ There 
is much science in this, and the preceding countermove. A 
nice distinction in circumstances made the defensive king face 
the adversary five squares digant, and not three — to keep 
power to do the latter. 

3 
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4. Kingt«^.; ,f KingtoQSy 

5. King to 4u , ♦ . ! JiLiqg,to 3, - \ ; 
This is th? ;P9(5itlfl9 ftt wlji^h ,w/^ ,coflaii>^c»c(. 

Supposipg. t^) wuQt^lay to befion^, ^^jmoii 
tion on your p^it caq.prevqit 9,.^Myii gtfftfs., 

riasT iACK GAivii; : 

1; ^ ^ ^ . '" f ' King to b4. r . . 

2. King to 3^ ! King to, 3. 

3i King to ^.' ' . King to Q3. (4) 

4. Bishop's p. attacks p. Pawn exchanges, ^i) 

5. King reprises. ^ung to 2. 
6i King to adv. kn. 3« King to b. 
7. Kingto'flJx;. r2. Wins. 

{d) Q^d be placed to bis se<;ond square, or to queen's fecond, 
you bad advanced your king opposite bis^ to win bis pi^vn. 

(e) .He cpuld decline taking ^ tried in ^ cdincidisnt j^itipn^ 
Second Back Game, fiftb move. 



SECOND BACK OAME- 

Plm/edfrm Leader. 
Error m Defence. 

jjl, ^ ^ King to Q4. 

3. King to 3. (a) King to 3. 

(a) You bave the position, because bis king cannot play ai tht 
ttpellmg distance in front of yours : be roust retrograde eitber 
to his third square, or to bis queen's third. In either 9UC» 
your king commands a passage to the master square. 
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372 PHiLtjyoiLs AT<tA^ir4U; 

4. King to 4. King to' (Js. (A) ' 

5. Bishop's pawn I sq. King to S. 

6. Bishop's p. checks, (c) King fo 3. "' • 

7. King to Q4. King to QS. (d) 

8. Bishop's p. to adv.Q. King to 2; 



9. King to adv. 4* 




10. King to (idv. Q3. 


.King to B. 


11. King to ^iflfo. K3. ' 


King to kn. 2. 


12. King to adv. K2. 


King to kn. sq. 


13. King to adv. Kb3. 


King to e2. 


14. King to adv. Kb2. 


King toft. ^ ;' 


15. King takes pawn. 


King to kn. sq; '^^ 


16. King to adv. Kb3. 


King to B. ^ 


17. P. advances; andwil 


I 


queen. * 


■ - • * 



(fi) If. he had withdrawn to his second square, or tp queen's 
second, you i^ust have advanced your king opposite his. 

(c) Hati your pawn taken^ it had been a drawn game. 

(d) By this step he apparently regains the position ; but by 
sacrificing a pawn you may recover it over him, aiid a singU 
pawn is enough to win the gamil. ' 
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Stct. XIV. 
A DRAWN GAME ; ^ \ 

TWO ISOLATED, AGAINST-T-WO UNITED PAWNS, 

. .,. . jPo«fV»c|/», (if th'Pieceih - r . v 

WHlTE.-r-.The king^ queoi's thir<^. 

A jwiwn at ladverse Q. bishop's 4th. 
A pawn at Q. knight's 4th. 

Bi.ACK.-^:The king at queen s fourth. :» : 
A pawn at Q. knight's fourth. : ^ 
A pawn at K. Knight's fourth. 

If Black were to move^rstf White would win. 

WMU. . ; Bkck. 

1. King to 3. I King to 4. . 

2. King to b3. King to b4. 

3. King to kn. 3. King to 4. (a) 

4. King to kn. 4. ' King to b3. 

5. King to kn. 3. . King to 4. (i). 

He must neither advance his pawn, nor suffer his 
king to be repelled by yours. 

(a) Had he played to bishop's thirds he had lost. 

(b) If to bishop's fourth, you gain the position. 
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Af a; PaiLiDOK Mhg of dpinidn ibut Hnr entire collection of 
the games he bos playH wiiliottl tboking oM^ thechao-boudf 
wqtild.not be of any service t04i>»«teiirs».li^ wil)pnly publish a 
fefr parties which he has played i^aipst three players at once, 
inhjoining the names qf his respectable adversaries, in order to 
prove, and transmit to posterity, ^faCt^ of which fati|i» ^gm 
might othenYi^e entertain 8om< do^bt*. 



FIRST MATCH. 



Tke folUmng jte^tmni appeared in the Lonltibn Newt^ 
papers^ thaijih of May, 1783; 

" Yesterday, at the Chess-club in St. Jameses 
Street^ Mr. Philido^ performed one of those 
wonderful exhibitions for which be is so much 
celebrated) He played at the same time three 
difSntnt (^mee^ without ^eeitkg eitber of the taUes. 
His opponents were Count Ba^Hif:^ Mr. 3owpXi£B| 
and Mr. Maseres. To those who understand 
Chess, this exertion of Mr. PttitTtoOR's abilities 
must appear dne of the greatest of which the 
human memory is susceptible. He goes through 
it with astonishing accuracy, and often corrects 
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mistakes in those who huve the board before them. 
Mr. PHiLiDqB;9itowith hkl^ack t<^ the tables; 
and some genilemm presmt, ipbo iakeslhis part, 
informs him of the mote of his antagonist, and 
then, by his directioa^ pl^y^ his piepet^/' ^'o' 

In the triple party b^re mentioQad, .Mr. Phi- 
LiDOR gave the move to Count Bruhl, and. to 
Mr. fiowDi£:R; and Me advantage of a pawn 
and fhe move to Mr. Masebes : the mbvps of 
each party were played alternately. 



The Eotroit h tuponiiblefor tie Notes. * 

COUNT BRUHL'S PARTY; 

/ \ ^ • • 

. . -^ 1.*' ^ 
W. King's pawn two squares. 
B. The same. 

2. 
W. Kinjg*s bishop to Q. Ushop's 4th. 
B. Q. b. pawn 1 square, (a) 

, 3. * 
W. The queen to king's 2d.(i) , 

B. Q. pawn r square- 

(«) The Defence to Third Regular Forty. ^ ' . 

(6) Q. pamii 2 s^fuares^ \& Philidor's cHnection for the Attack* 
PeAttps, it cannot be demonstrated betted tban this move ; Xnvi 
it is more ofiensive, atid less confining. ' ' 
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S76 GAMES. WITfiOOT 81XtN6 'THlj BC^AftD, I. I. 

; ' i I... . ■ / ^ 4m' ^' . - /in ' 

W: Q. h. pawrt 1 6(^ar&;(c) • '■ • - 
B. iK* b. pawn 2 squares. • 

W. Q. pawn 1 squVei. 

-B- IK, knight to bishop's Sd. 

6. K. pawn takes p. Q. bishop takes p. 

7. Q- pawn another sq. K. pawn to ado. <^. 

8. Q. bp. to adv. Kk4. Q. pawn another sq* (i) 

9. K. bishop to Qk3- K. bishop to Q3. 

10. Q. knight to Q2. The same. 

11. K. r. pawn 1 sq. The same* 
IS. Q. bishop to K3. Queen to K2. 

13. K. b. i>3.wn passes pr. K. r. pawn another sq. 

14. Q. b. pawn another sq. Q. r. pawn I 9q. 

15. Q. b. pawn takes p. Q. b. pawn reprises. 

16. Queen to Kb2. Castles with K. rook. 

17. K. knight to K2. Q. kn. pawn S sq. 

18. Castles with K. roc*. Q. knight to 3.* 

19. K. knight to 3. K. kn. pawn 1 square. 

20. Q. rook to b. ' Q. knight to Wt;. b4. 

21. K. knight takes bp. Pawn takes knt. 

22. Queen gives check. Queen interposes. 

23. Queen takes queen. King ^kes queen. 

24. K. bishop takes knt. Q. kn. pawn takes bp. 

(c) RBlher^ K. b. pawn 2 squares. 

(d) How masterly Philidor has played bis pawns. Give 
him a slight advantage, ^nd he uses it exquisitely. 

1 
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S5. K. kn. pawn 1 sq. 

26. Q. kn^^pR^Ti 1 ^-l • 

27. Q. rook to b2. 

28. Pawn reprises. 
,29* Q.. rook takes rookl 

30. Rook to Qr. 

31. Rook takes p. 

32. King to b2. 

33. Rook to Qr2. 

34. Rook takes bp. . 

35. Rook to Qb2. 

36. Rook gives check. 

37. Pawn takes p. 

38. Rook to adv. Q2. 
39* Bishop takes knt. 

40. King to kn. 2. 

41. Rook takes p. 

42. Rook to adv. Q, 

43. Q. pawn to adv. 4. 

44. Q. pawn to adv. 3. 

45. King to b. 

46. Double pawn 1 sq. 
47* Double p. to adv. 3. 



Q. rook to kn. sq. 
^Bps^ to adtr. Qr3. 
Pawn takes pawn. 
K. rook to Qb.. 
Rook tiakes rook. 
' Bishop to adv. Qk4. 
Rook to adv. Qb3. 
Rook to adv^ Q3. 
Bishop takes kht. 
Rook takes Q. kn. p. 
Unblocked p. advances. 
King to kn. 3. 
Knight to r4. , 
Knight takes p. 
Rook to adv. Kb3, chg. 
Rook takes bp. 
Rook to adv. Kb3. 
Rook to adv. Q3. 
B. pawn advances. 
Rook to adv. Q2, chg. 
King to b2. 
, K. pawn to adv. 3. 
K. b. pawn to adv. 3. 
Wins. 
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97S GAVU WITHOUT SEEIirGTHKBbARD, 1.2. I 

Mr. BOWDLER'S party. 

' ' 1. 
W. King's pawn 2 squares. 
B. Q. b. pawn 2 squares, (a) 

2. 
W. K. bishop to Q. bishop's 4th. 
B. K. pawn 1 square, (b) 

3. 
W. The queen, to king's 2d. 
B. Q. knight to bishop's 3d. 

4. , 

W. Q. b. pawn 1 square. 
B. Q. r. pawn 1 square. 

5. 
W. Q. r. pawjTj 2 squares. 
B. Q. kn*. pa^n 1 square. 

..,..; 6. , •;.; 

W. K. b. pawn 2 squares. 
B. Q. pawn 1 square. 

W. K. knight to bishop's 3d. 
B. tC. knight to king^s 2d. 

(a) The Defence to ISixtk Regular Part^. 

(^ A roaster knows how safely to make a move, which, in 
a different order, would have been bad. The fretious ad- 
TAKCE OF Q.B. PAWN, excludes the mode of attack t>ursued 
in IntroductWR to Cheu, p. 126. 
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La. nil. BOWDLjER's fAitTY^ , 37$ 

8.' 
W. K. bish^ to Q. TQQk's »d. 
B. K. kq; pawn 1 square. j .. 

9. 
W. Q. p^vm 1 squarCf 
B. K. bishop to knight's Sd. 

1.0. 
W. Q. bishop to king^s Sd. . 
B. . Q« pawn another s^qpiare. 

lU 
W. Q, knight to queen's 2d. 
B. The king castles. 

J2. 
W. The king castles with his.roojc. 
B. K. b. pawn 2 squares. 

13. 
W. K. pawn to Averse 4th. 
B. K. r. pawn 1 square. 

.14. 
W. Q. pawn another square. 
B. Q. b..pawn to advene 4th. 

1^- 
W. Q. kn.p9Lvn[i passes prise. . 
B. Q. kn. pawn another square. 

W« K» bishop to Q. kn^ht's square. 
B. Q. bishop tp.queen's 2d. 

.17- 
W. K. bishop to Qv bishop's ^d. 
B. The queen to her Inshop's 2d. ; 
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380 GAMES WITHOUT SEEING THE fiOARD^ 1. 2. 

18. 

W. K. r. pawn 1 square. 
B. The kiDg to iDok's ad. 

19. 
W. The king to T06k's 2d. 
B. Q. knight to rook's 2d. 

20. 
W. K. kn. pawn 2 squares. 
B. Q. kn. pawn takes the pawn. 

21. 
W. K. bishop reprises. 
B. Q. knight to his 4th square. 

22. 
W. K. bishop takes the knight. 
B. Q. bishop reprises. 

23. 
W. K. rook to knight's square. 
B. The same. . 

24. 
W. K. rook to knight's 3d. 
B. Q. r. pawn attacks p. • 

25. 
W. Q. kn. pawn takes it. 
B. Q. rook reprises. 

26- 
W. K. rook returns to knight's sqtiare. 
B. K. rook to Q. rook's square. 

27. 
W; Q. rook takes the rook. 
B. The queen reprises. . 
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L S. ME. BawnusA^s partt.'. .38.1 

W. Therookto.Q-biebopy square. 
B. The qoeettito advise Q. rool's 3d. 

W. Q. kffigW; tocK. bisbopV/kqiiafe. 

fi. The que^* to ujtdnerse QJ knight's 3d. 

(30. 

W. The queen to b^r sqpiare. / ' 

B. Ttie rook giv^ check. . .1 

31. 
W. The bishop intdr^oses, at queto's 2d. 
B. Th€| queai takestfanp queen. . 

.:32. 
W. The rook Tcpiiises. i ' ... 
B.i Q. bishop to^^ih^e Q. rookfs 4th. 

W. Therookiio/Qjiknight&rdquabe. 

B. Q. bishop torpdoirse Qi Jkni^t's 3d. 

m. 

W. The king to knigbt'sSd. . .\ / 
B. Th^ knight to Q. bishoifs 3di 

35. 
W.^ Q. knight to^kiAg's'Sa. 
B« K. bishop tj)t'hi9 s^^re. - ■ ^ 

W. Q. bishop to bis $qaaire. - 
B. K.' bishop to adf^erse Q. ]X)ok'b 3d. 
.37. 

W. K. r. pawn^riother squared . • '' 
B. The bishop takels the bishop. ' ' 
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. Wi Therdokr^irises. r . 

B> T]|« knight to Jongs 2d. i a 
89. 
. W. K. jr> pie^to.ad^jfe 4(b. . 

Bi Ttie rocikte advert kings Stf. 

W. The rqak:to' king's squan^' . ./' 
B. The jrtbok tabes the rook. L" .f 

.•Al. 
.' W. the kBig^t<nipase& 

B. . K.>. puwaBi takes tbo potirti...: 

.'.42. 
W. The king lepctsfs. 
B. TbekmgbttoK. bishoi/9 4tfa. 

.43. 
W. The kni^t je^okatages. .i .; 
.3/ Ti]^ K. knupawq n^nis^ chicking. 

M. 
W. Tb* king .16 knight » 34- •; . V 
BL The laahop to (Uftferiietiyqi^'a square. 

.45. 
W. TheknigbttbK. bisbop^ad;. 
B. The bisiwpi takes the knight. .. 

.46. 
W. The king mprises. 
. . fi. The king t& knight's ^. 

.47. 
W. The king to his Sd square. . 
B. The king to bishop's &d. . 
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•W.vTht jdhg t6 queea'« «d* 
; B. Th6 king to his second squared ( 
••: ^ ^ ' s- ' .4S^ ' - ■ ^v -'- .■ 

W; The kkig to Q. bi|hop't «d. - 
B. Thek!ngto<4u$eB's2A 

«^. The kkig to Q. knightV 3d. 
K' Bi ?rhe king to Q. Mihop's Sd* 
.. : ^i : vj -51. 

W. The king to Q. rook's 3d. 
.6; The: king to Q. knight^ 4th, snd makes 
^ : ^Adrawngaime. . 

There a()pears to ba'no sensible defect in this 
g^me,; yflddx, cm both sides, is conducted with iiil* 
remitting Icimiinsf»ecti(xi. .\ 



. MR, MASERES'5PARTY. 

He reteimi tbe Kmg'0 Sishop's Paton, and the M<m. 



. . IffkUe. , ' . Black. 

1. K. pawn 2 sq. K. knight to r3. 

2. Q. pawn 3 sq. K. knight to b3. 

Loss of Advantage begins. 
S; K. bishop to Q3. (a) K. pawn 1 sq. 
4. K. knight to b3. Q. pawn fi sq. 

(ft) K.l. ptnm ft sqwareSf W9ttl4 morf iyapiovetbo odd$. 
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S84 GAMES WITHOUT 9ESIlf6 Tif£ ^OABD, I. 3. 

5. K. pawn advances.. ;. Q. b. pawn £ sq. 

6. Q. b. pawn 1 $q. , Q. l^bightto.Bd. 
?• Q. bishop to Kd>. Q. kn. p^wn J: sq. 

8. K. bishop toa</t;.QK;4. Q- bishop to Q2. 

9. Q. r. pawn 2 sq, . Q; r.i pawo 1. sq- 
10. K. bishop to Q»- (b) K. k<L pawn .1 sq. 



11. Castles. 

IS. Queen to K2. ! . 

IS. K. bishop to QbS.. 

14. Q. knight to r3. 

15. K. r. pawti 1 sq. . 

16. K. kttight to r2. . 

17. Q. r. pawn takes p. 

18. Queen to Kk4. 

19. K. b. pawn 2 sq. 
SO; Qu^en to Kk3. 
SI. K. bishop takes knt. 

55. Queen to Kb3. 

53. Q. b. pawn takes p. 

54. K. kn. p. attacks rook 
85. Queen to KkS. 

56. Q. bishop to 1. 

57. Q. knight to b2. 

28. Q. rook reprises. 

29. Q. knight to KS. 

30. King tak^ queen. 



Queen to b2. 
Q. b. p. at|:ack9 bp. 
Q. rook tOikn. sq. (c) 
.K. bbhop to K2. 

Castles. 
.' Q. kn. pawn advances. 

Q. r. pawo^ reprises. 

King to kn. S. 

K. knight to r3. 

K. knight to b4. 

•K. rook takes ^bp. 

Q. kn. file p. attacks. 

Knight reprises. 

K. rook to B. 

Knight to ado. Q3. 

Queen to kn. 3. 

Knight takes bishop. 

Queen wins Q. kn. p. 
^ueen exchanges. 

Q. rook to adv. Qk3. 



(b) Philidor is iioii a 111OV0 arhead ; fotf we muBt Kckon two 
moves lost in taking thii station. . / ; 

(c) This, and the subsequent moves of Q. kn. a^d Q. r« pawns^ 
to make an opening for the rook| aiie cixtreni^y able* 
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I. 3. Jtf B. MASEEESk PA&TT. 385 

31. K. rook to b3. Q. rook to adv. QS, 

32. Q. rook to Q* . . Q.^bishQp.to adv. Qr4. 

33. Q., rook lexcbanges.^ . Q. b. pawn takes rook. 

34. K..knigbt to b. .K. bishop to a^v. Qk4. 

35. Rook to Kb2. K. bishop to adv. Qb3. 

36. Rook to Qb2. Q. bishop ioadv.QKS. 
37- Rook to Kb2. K. bishop wins p. 

38. Rook to Q2. Rook wins p. . .. . ■ 

39. Rook' wins pawn. Q. bishop to adv. Qb4« 

40. Knight takes bishop. Q. pawn takes knight. 

41. Rook to Kb3. Rook exchanges. 

42. King takes rook. Bishop wins pawn. 

43. King to 4. Bishop to 3. 

44. Knight to KS. . Q. b. pawn to adv. 3. 

45. King to Q3. King to b2. 

46. Knight to Q. King to 2. 

47. Knight wins pawn. Bishop takes knight 

48. King reprises. King to Q3. 

49. King to Q4. K. pawn checks. 

50. King to 4. King to 3. ^ 

51. K.r. pawn another sq. ^K. r. pawn 1 ,sq. 

52. King to 3. King to Q4. 

53. King to QS. 1^. pawn checks. 

54. King to 3. i^ing to 4. 

55. K. kn. pawn attacks p. K. r. pawn advances^ 

56. King to 2. King to adv. Kb4. 

57. King to b2. King to adv. kn. 4. 

58. King to 3. King wins pawn. 

59. King wins pawn. King wins pawn ; and 

shortly the game. 



c c 
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386 GAMES WITBOUT »£iyG THE BOARD, II. 1. 

SECOND MATCH; 

Played at the Chess-Club, ihe lOtb of May/ 1788, 
against Count Bbuhl, Mr. Nowell^ and Mi'. 

I^BYCESTBR. — Mr* NOWELL CUfl Mr. LllTCBSTER 

received the odds of tks Pawn and tf^ Move; and 
Count Bruhl, only the Move. 



COUNT BRUHI,^ SECOND PARTY. 

1. . 
W. King's pawn two squares. 
B. The same. 

2. 
W, K. b. pawn 3 squares. 
B. The pawn takes the pawn. 

3. 
W. K. knight to bishop's 3d. 
B. K* kn. pawn 2 squares. 

• 4. 
W. K. bishop to Q. bishop*s 4th. 
B. K. bishop to knight% 2d. 

5. 
W. K. r. pawn 2 squares. 
B. K. r. pawn 1 square. 
Exceptionable Move. 

6. 
W. The pawn takes the pawn, (a) 
B; The pawn reprises. 

(a) This liberates Ibe adverse pieces soofier than is requisite. 
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II. 1. cpuNT BRyqi^'s ipartv;. 387 

. . 7. . 
W. The rook takes the rook. 
B, T1)Q l^ishQp repme^l. 

•;•">■•.•■ 8. 
W. Q. pawpS. squares^ 
B. K. kn. p. attacks knt. 

UMompwfiated Sacrificif 

9* Q* bishop tajkes p. ' Pawn taked knight. 

10. Queen takes, pawu^ Queen . to KS. 

1 1. Q. b. pafvn r dquaie. K. knight to b3. i 

12. Knight to Q2. / . Q» pawn 2>i8quares. 
] Q. K. bishop to QS. . . Pawn ti^.pawn. 

14. Knight reprises. Knight talces Jknight. 

15. Quedo reprifliSK Queen takes queen* 

16. Bishop ;repnsb& . Q. b. pawJ^ 1 squaie. 

17. King to. QSi Q. bishop t^ iKSi 

18: Q..kn*paiim>lsqufure. Knight IqQS. ii , 

19. Rook to Kr. K. bishop to 3. 

20. King to Qb2. ..... Castles. 

21. Q. bp. to adv. Q3. (b) Knight to 3. 

22. Q. bishop to fi^^.QQ^s. Ip^gjtp Qb2. 

23. Rook to adv. KrS. Rook to Kr. 

24. Q. b. p. another sq. Rook exchanges. 

25. Bishop takes rook. Knight to Q2.. 

26. King to Q3. Knight takes bp. 

27. Pawn revises. K.. bishpp to, K?. 

28. Q. ]ap(. p. another sq. Q. r. pawn J square. 

(d) T)^ rBttiwn.d^r deenos defocttve in intengt. 
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388 GAMES WITHOUT SEEING THE BOARD^ ILSL 

29. Q. r. pawn 1 sq. K. b. pawn 2 sq. 

SO. Bishop to ^dv. KkS. King to Q2. 

31. Bishop to adv. Kr4. K. bishop to Kk4. 

32. Bishop to Q. K. bishop to adv. Qb. 
S3. Bishop to QR4fv K. bishop wins pawn. 

34. King to QbS. K. bishop to adv. Qb. 

35. Bishop to Q. K. bishop to adv. Kb4. 
56. King to Q4. King to 2. 

37. Q. kn. pawn advances. Eang to b3. 

38. Bishop to 3. Q. bishop to Q2. 
39- Q- kn. pawn tom/v. 3. K. bishop to Kk4.^ 
40. Bbhop to Q. K. bishop to adv. Kr4. 
41..Kirigto3. King to 4. 

42. Bishop to 3. K. bishop to K2. 

43. King to QS. K. bishop wins pawn. 

44. King to Qb3. K. bishop wins pawn. 

45. King to Qk3« King to a^. Q4. Wins. 



MR. NOWEtUS PARTY. 

He recevoed the Kin^s Bishop's Paum» ond the Mova 

White. Black. 

1. K. pawnl2 sq. K. knight to r3. 

2. K. bishop to Qb4. (a) K. pawn 1 sq. ' 

3. Q. pawn 1 sq. K. knight to b2. 

(a) This is the best played of the Parties receiving odds. 
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4. K. .b. pawn- 2 sq. ' ^ 

5. K. bishop to Qk3. 

6. K. knight to b3. ! > 

7. K. pawn to a^. 4 < 

8. Q. pawn another sq. 
9- Q. r. pawn 1 sq. * 

10. Castles. ./ ; i 1 

11. Q. b. pawn 1 6q, i^^ 

12. Q. bishop to K3.: 
IS. Queen taK2.: 

14. ^. bishopto Qb2:^ 

15. Q. knight to Q2.V 

16. K. rook to b2; ' 

17. Queen reprises. • ^ 

18. Q.. knight to 3. 
19* Q* knight reprises. 
20. Knight reprises* i 
ai. Q* rook to Q. -1 
22. K. r. pawn 1 sq. 
33. King to r2. 

24. Queen to KkjS. .; 

25. Doubles his roolfs. 
S6. Que^ to K3. ^ . ' 

27. K. rook to b3. 

28. Queen to 2. 

$9. K. bishop to Q3. 

30. King to R. 

31. K. rook to kn. 3. 
Si. Rook takes rooki ckg. 



Q. pawn 2 sq. " 
K. bishop to Qb4. - 
Castles. 

Q. b. pawn 1 sql- 
K. bishop to Qx3. 
Queen to K2.' - 
Q. b. p. anotiiteri^q. * 
Q. knightto b3. 
Q. bishop to QS. 
K. kn. pawn-L^. 
K. knight to 111 ^' 
K. knight to b4. • 
Knight takes bishop. 
Q. rook <X) B. 
Q. b. pawn takes pawn. 
Ktiight takes kni^f. • 
Q. rook to ad&. Qb4. 
Q. rook retorns to Qb. 
K. rook to b2. 
Doubles his ^rbobs*' ' 
K. t&shbp to Q/ 
Q. kn. pawn 2 sq« 
Q. r. pawn 2 sq. 
K. rook to kn. 2. 
K. bishop to Qb2. 
Q. rook to kn. sq. 
K. kn» pawn ai^th^r sq* 
K. kn. pawn takes p. 
Queen reprises. 
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S3* Rook takes pawn. Queen trios K. p. 

34. Rook chechsM £[k4p. King to ft. : 

35. Knight to Kb3; Queen to KbS. 

36. Rook to KMrij . Kitigto,kQ.flq. 

37. BisbopMfinspawbfC/^. King to kn. 2. 

38. K. bishop; to Q3. Rook to Ke. 
39- Rook to Kk:4j| chg. King to b. 

40. Queen to K3. . King to. 1. 

4 1 . Rook to ado. :K^3. Qucssa to a^. KiB4. 

42. Queen to 4uh. Qb4. King to Q. 

43. Rook to adv. Kx:2. Queen to 3. 

44. Queen to K3. Rook to Kb. 

45. Queen gii>es eheik. King to Qb. . 

46. Queen |o 2. K. pawn another sq. 

47. Rook attacks queen; Q. bishop to K3. 

48. Queen to Wv. Kr3. Rook to K. 

49. Bishop wins pawn. Rook to K2. 

50. Queen to ad'O* Kb, King remoires. 

chg. ( ' : :. 

5 1. Rook to ud(h: Kx4. K. pawn, attacks knt. 

52. Knight to adv. K4. King to Qk3« 

53. Q.r. pawnjuiothersq. K. pawn to ado. 3. 

54. K. knight to Kb3. (b) Q. bishop to Q2. 

(5) The Editor cannot pass over tbe interesting crisis at 
which the game has arrived, without observing, that Mr. 
Nowell forfeits, "hy the 54th move, a great ascendency which 
a train rf good play had obtained. If, iWstead of this re- 
treat by the knight, the white queen were transported to 
adverse Q. rook's square, thfi Blafck has but one hum io avert 



Digitized by 



Google 



ll.a. Un.NlOWf.Lt's PARTY. 



391 



55. Queen to 4, chg. 

56. Queen exchanges. 

57. Bifehbp' takes bislio^. 

58. Knight to ii. ' ^-'- 
59* King to kn. sq. 

60. Knight to KfeS. "^ 



Queen interposes. 
King takes queen. 
K. pawn to: adv. S. 
Rook takes bishop. 
Rook to Kb2. 
Rook takes knight; 
wins. 



and 



ch^ck-mate: The White is relieved from the mate which is 
offered : and having gained time to provide against adverse K. 
pawn, vrins by the strength of his own pawns.— Sec Diagram, 



PdSITlON \0F >TH£ I'lECES, 
JJier the 55d countermove of II. 2. 
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Variation; 

54. Queen to adv. Qr. K. bishop to Qk. (c) 

55. Queen to adv. Qr3, King to QbS. . - 

chg. . * . /^ 

56. Queen wins pawn, chg. Queen interposes;. ^ , 

57. Queen takes qu. chg. King reprises. 

58. Knight to Kb3. Q. bishop to Kb2. 

59. King to kn. sq. K. bishop to adv. Kb*, 

60. Rook to Kk4. Rook to adv. K4. ,,!, 

61. King to B. 

"S^ill win easily. 
(c) In Sub-variation, Q. buhop H> K.MikafU 44\. 

Sub-variation. 
54, ^ — Q. bishop to Kb4. /i: ) t-^- 

55. Knight chks. at Qb4. Pawn takes knight 

56. Gives mate in four 

DJOves. 



MR. LEYCESTERS PARTY. 

Ht received the King't Bishop's Pawn and the ^ove. 



^^^^ Blaci. 

1. K. pawn 2 sq. Q. b. pawn 2 sq. 

Attack in concurrence with adverse Stratagem. 

% Queen gives check Pawn interposes, 
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S. Queen wins Q.b. p.(a) Q. knight to b3. 



4. Q. b. pawnl sq, 

5. Queen to KS. 
6; K. r. pawn 1 sq. > 
7n K. pawn ,tafcfB3 p; 

-8iiQueeiltQ.K2. ' 
9- Quefeb to KbS. 

10. K; bishop m adv. Qk4 

11. Queen t6K4. 

12. Queen to b4, chg. 

13. Queen to Kb. 

14. K.4)isbop takes^bp. ' 

15. King to 2. 

16. Queen takes rook. . 

17. King takes knight. 

18. K. knight to K2. 

19. King to (1.. 

20. K. rook to.fKLB., ; 
Q 1 . King takes rook. . ' 

22. King^ft)il..;t ' ^:" 

23. Q.kqightta.R3.' . 

24. King r^oveB. 



K. pawn 2 sq. 
K. knight to b3. 
:Q. pawn 2 sq. 
- K. knight reprises. 
:K. knight to adv. Kb4. 
' K.:bishop to r3. 
- Castles. ' ' •' ' 

'Q. bishop to^KB4. / 

King to R. 

Q. bishop to adv. Q3. 
IK. knt r^rises, chg. 
[ K. rook takes pawn, chg. 

K> kni^t;t|tkes queen. 

Queen to adv, Q3. 

Rook gives check. 

K. pawn to adv, 4. 
rQpok exphange^; 
.. Queen to adv. Qb2. 

Knigh<rta^K4.' - .; . 

Knight to \adVi >Q3; chg. 

Queen giies matt: 



(a) Intenti9Qany exposed, ^is is no adqwsiUon; ot afrtoimt 
of the place jp which it has di^awn the queen. 



> ^ 
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THIRD MATCH. 

CfiESs-CLtTB, Saturdays March 13, 1790; 

Mr. Philidor played Tliree Gained at otice; Ihvo 
without seeing the Boards, — and the thirds lootHngover 
the Table. His Opponents were the .Bon. H. S/CoK- 
wAY, Mr. Sheldon, and Capt Smith* The Game 
in whichMr. PHiUi>OB;8aw the Pieces^ was against 
Mr* Conway ; the ]^ove he gave to each of his 
Adversaries. - . - 



HON. H, S. CONWAY'S PARTY- 

.' • . ■ 1. 

• -■■■ B. Kings pawn two 6qua^s^ 

W- The same:- . 

B. King^ bishop to Q. bishop's 4!h. 
W. Q, b. pawii 1 square; (tf) 
^' Esceptiinabh Mvie. ' 

3. Q. knight to b3. ' K. bishop to Q3. 
a: Q. pkwn 1 sq. K. bishqp to Qb2. 

5. Qudea to KbS. . • Queea to ISA. . 

6. Q. bishop to ad'i;.KK4. hK. knight to b3. 

7. K. knight to K2. • Q. pawn 1 sq. 

8. K. r. pawn 1 sq. *' Q. bishttp to KS. 
9* K. bishop to Qk3.(&) Q. kn. pawn 2 sq. 

10. Castles with Q. rook. K. x. pawn 1 sq. 

(a) The Defence to Third Regular Farty. 
^ {b) 1% compelled to exchange at l6th move. 
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IL Q. bishop takeisknt Queen take&' bishop. 

t9i. Qiieen exchanges. • Paiytv takes <|tieen. ^' - 

13. Q. pawn another sqi Q. r. pawn^sq. 

14. K.b. pawn 2^teq• i Pawn takes^Q. fM^Wl^. 

15. Q. rook takes pawn. Q. r. p^wii^iittaefei'bpJ 

16. Bishop takes bp. K.b. psWtv takes*bj[*. ' 

17. K. rook to Q. King to 2. • ^ ' • 

18. K. knight to 1. Q. knight to Q2. 

19* K. knight to b3. K. t. pawn another sq. 

20. K. pawn to adv. 4. K. b. file p. exchanges. 

21. K. knight takes pawfL Kiugbt takes-l/niight 

22. K. b. pawn reprises. Q. pawn another sq. 

23. K. rook to K. Q. rook to Kb. 

24. Q. rook to Q3. Q. rook to Kb4. 

25. Q. kn. pawn 1 sq. Pawn takes pawn. 

26. Q. r. pawn reprises. * Q. rook wins K. pawn. 

27. K. rook to b. Q. rook to Kk4. 

28. K. kn. pawn 1 sq. K. rook to kn.sq. ^ : 

29. K. knight to K2. P. in K. file to 4. 

30. Q. rook to Kb3. * K. rodk to kn. 2. \ 

31. Q.'rook to adv. Kb3. Bishop to Q3. ' 

32. Q. rook to adv. Kb3. K. rook to kn. 3. 

33. Rook exchanges. Rook takes rook. 

34. Rook to adv. Kb4. K. file p. advances. ' 

35. Rook wins K. r. p. Bishop wins p. 

36. Knight takes bishop. Rook reprises. 

37. King Jo Q2. King to Q3. 

38. Rook to tfiit;. Kb. KingtoQB4. .( 
39* Qvb« pawn 1 sq. Q. kn. pawn attacks it. 
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40. Q.b..pawnt3akesp.cA^. Kmgtoinfi?. Q4iL 

41. Rgok ta adv. KrS.'L Rook to adv. Kk2> chg. 
( 42. King to Qb* / » Pawn Koadvi ^3. 

43. liJ^ T^IDS pawo. ;' . RoQk 4q adv. Kit, dig. 

44. King to Q;b:2. . / Pawn-to tfrfic?. KS. 

45. Rook tq adv, K3. : Pawp caU$^«i queeb^i 

46. Rook takes queen^ e Rook takes Tdok, aiid. * 

/•/'•. '.•'.' ' wins. • 



"MR. SHELDON^S PARTY. 

B. /Kings pawn two squ^^. ^ 
W. The same. ; 

B. K. bishop to Q. bishop's 4th. 
W. Q. b; pawn 1 square* (a) 

Eaicepiimable Mwt^ V 

3. K. kpight to ,b3. {b) Q. pawn 2 .squares. 

4. Pawn takes pawn^ff ^ Pawn reprises^ ' 

5. K. bishqp to QksL. Q. knight to. 33, . x 

6. Q. pawn 2 sq. K. pawn attacks kn^t . 

7. Knight to adv. K4.. Q, bishop to K3. 

(fl) The Defence to Third Regular Party. 

(b) It is remarkablis that none of Philipor*s antagonist* 
pursue the Attack as he teaches. Count BntrHL's tliird move, 
I. 1. was queen to kinj^s second; Mr, Conway's, (Ist TabU 
in. the pending Triple Match,) is queen's kmgkt to hishop's third. 
3 
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8. Casdes. 

9* Knight exchanges. 

10. K. b. pawn 1 sq. 

11. Q. bishop to K3. 

12. Q. knight to Q2. 

13. Q. b. pawn 2 sq. 

14. K. bishop to Qr4. 



K. b. pawn 1 sq. 
^ Pawn takes linight. 

K. b. pawn another sq. 
\ K. knight to b3. 

K. bishop to Q3. 
, Castles. 

Queen, to b2. 



15. K. b. pawn atiothersq. Knight to adv. 4. 



16. Qu^Wto;K2. 
17- Queen: reprises,; 
18. KnighttQ Qb:3v 
19* Knight wins p. 
20. Pawn refNrises. 



.Knight takes bp. 
Q. b..pawn another sq. 
•Q. pa\vn wins^pj. . 
JBishof) takes knighL 
Q. rqakto Qis. . 



2 1 . Passed pawn to a^^.3. K. rook to Q. 

22. K. rook to Q. . . K. .rook to ado.iQiS. 



23. Rook exchanges. 

24. Bishop to Qk3. 

25. Pawn takes bishop. 

26. King to »2. . 

27. King .takes qiieeti. 

28. Rook wins paw^i. 

29. King to Q2/ 

30. King takes it. 
51. RooktoQii. 

32. Rook take9 queen. 



Q. b« pawn takds.FOok. 

Bishop exchanges* ) ' 
. Queen to kn. 3. . 
. Queen exchanges; 

Rook vf ins pawn.. 

Rook to Q3. 

K. pa(wn chcchsL . . 

Q. pawn to adv.-S*. 

Pawn call* a queen. . 

Rook reprise; ^ct wins. 
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GAPT. SMITH'S PAETY. 

1- 

B. King's pawn two squares. 
W. The same. 

2. 
fi/ K. bishop to Q. bishop's 4th. 

2. — ^ ^ K. knight to fi3. (a) 

3. Q/pawn 1 sq. Q. b. pawn I sq. 

4. Q. bishop totfii^.KK4. K. r* pawn 1 sq. 

5. Bishop takes luiight Queen takes bishop. 

6. Q. knight to B9r ' Q. kn^ pawn S sq. 

7. K. bishop to QkSL Q. r. paiW6 8 sq. • 

8. Q. r. pawn 1 sq. K. bishop ta Qfi4; 

9. K. kiiigbt to BSi . Q. pawn V^. 
10. Qiieento^. Q. bifi%6p to K3/ 
U.K. bishop exchange. Pawn takcis bp. 
IS. CaBlil» with K. rook. K. kn. pa#n 2;sq. 

13. K. r. pawi 1 sq- '^ KiJight.lo QSf. 

14. K. knight to Efl; '- K. r. pawn anoti^ sq. 

15. K. kn.pawn 1 sq. King to 0. 

16. King to kn. 9. Q. pawh and&ter^. • 

17. K. b. pawn 1 sq. Knight -to Kb. 

18. Q. knightto KS. Knight to Itk3. 

(a) Philidor yentares a morey wliteb, according to the ob- 
servation closing his Second Regular Party^ must be in some 
degree disadvantageous. His third move deviates from that ex-^ 
ample ; so Chat he cannot be circumvented by routine. 
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19* Q» b. pawn 1 sq. Q. rook to Kk. 
SO. Q. pawQ ano&er sq. Bishop to QkS* 

2 1 . Q. pawn takes p. Queen reprises. 

25. Q. knight to Q4. King to Q2. 

S3. Q. rook to K, K. n pawn attacks p. 

S4» Queen to KbS. Bishop to QbS. 

25* Q. knight to KS- K* r. pawn takps p. 

26. Queen reprises- - Queen takes queen- ) 

27. Q« knight reprises. Knight to oiA^ Kb4,cA^» 

28. King to B. K. rook takel^p. 

29. K. rook to Kk. K. rcx>k takes K: kn. ct^. 

30. King takes rook. Rook gives dhedc. 

31. Knight interposes. Rook takes knight, chg. 
38. King to! kn. 3. Knighttonift'.KitS^dSficg'. 

V check from bp, 

S3. King to kn. 4- (b) Rook gives check-mate. 

(fi) The reader will perceive, that if the king go to the second 

square of the file^ the mate may be averted, though the dis- 
parity will be decisive. 



In some of these exhibitions of play, which lose 
with the transient advantage of the mooe, the cause 
of defeat is far from palpaUe. 

It would be invidious to distinguish the strokes 
of excellence from the traits of secondary skill : and 
yet it seemed due to the reader, to mark the frst 
questionable step which occurs in the opening of 

4 
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a game. Playing any of these parties with an en* 
deavour to find the place at which the move, or 
other advantage, was recovered or forfeited/ will 
conduce to insight and improvement. 

The Editor cannot express greater admiration 
than he feels, at the talents which supported the 
masterly professor in a successful combat with dis- 
tingubhed players, under combined difficulties and 
privations voluntarily encountered. The chance, pf 
confusion; ill the picture in his mind, furnished some 
dependence to his opponents; but it was scarcely 
to be expected, that a player, so completely exer- 
cise, should be drawn into a. novel situation, or .an 
untried combination ; or, if such could ber offered to 
him, that his progress would be embarrassed. 
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9n (tBjSjeia? 

TowattU attaining a fixed Principle on a contested 
Elementary Point; 

WITH A I>fi7£NCE OF THE CusTOM IN EkgLAND 

ON OTHSB Points. 

By suggesting elementary regulations, by improTements 
on the best plans of their predecessors, Philidor and 
LoLLX have laid a foundatbn for investing the theorjr of the 
game with stabiKty and excellence^ Still op a few points 
the practice in the principal schools of Europe is not , 
uniform. Only one contested point dividers the English 
school; which, it is hoped, the concurrent deliberatioa 
of reasoning players may adjust. 

As the object of the game.is to convey into the mind 
facility at resource by exercise, it merits all the improve- 
ment, as a system, that experience and reflection can 
bestow. But the thinking cultivator of Chess will guard 
it from all radical changes ; because the history of its 
progress, through successive ages, and in varioos coun- 
tries* allows no hope of producing all at once, by any 
effort of mind, a combination of study widi amusement, 
to be pursued as a game, that shall rival it in utility and 
interest. ' 

As a prelude to Hn adjustment of principles, the Eng- 
lish Nomenclature of Chess, which, notwithstanding it 
containfs but a few terms, abounded, till lately, in ob- 
scurity and error, deserves attention. Tbe Editor's 
pamphlet of 1799^ had no precedent for classing tbe 
things to which the learner has first to attend, under 
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three distiQct hesds^-^Tlie Elementary Institutei, oi; 
Firit Piuiiciple», fix the powers and modes of action of 
the pieces.. The General Mojims, or Directions for 
Playing, teach-^by way of theory'-^ Ae art^of moving and 
combining them skilfully^. fRie Laws, or Intenrentive 
RegiiIati([Mi«, obviate or decide disputes^ betwete' play^s, 
respecting .puQculioa in pladilg^ the board and pieces^ 
and limit tbe pelialties for irregularities. -«- To the impe^ 
diment of the student, these had been mixed together, in . 
previous Treatises, under the general names of Rules. 
The order in which they have been mentioned, seems to 
be that in which they should be considered. 

When the English Chess Cldb, whose- Regulations * 
have been transmitted by Philibor, framed that code for 
themselves,— A points had been a^tated which belonged 
alike to the Institutes waA the Laws. Hence tiiey could 
not ^observe that, division which would be proper in ^ 
Treatise, Thus Sections IX, X, XI, and XVI, arc 
purely JLns^tutes touching the Foundations of the 
Game. Sections I. and XIL have a mixed relation to' 
those, and to Laws for. preventing. the inadve^tecieiee of 
players from stopping the business of the begird. The 
otber sections, amounting to thirteen, afeipropo-ly Laws 
T/egulajting the PLAYEfts. Jk|l these remedies for casual 
ipformaliUes, are perfectly equitaUd. ' : . ^ 

The six Elementary, In^itnUsj iuterwncvett with the 
Laws, embrace some ixisi>!UiBEO.fdu«T)B;. and as their 
authority, on these pc^nts, ipUst depead bnr:general con* 
sent, their permanence as a syetem^wiUvbe fortr$ed by 
removing the last relipk of. absurdity* ; 

The five elementary principles comprised in Section^ I, 

* Introduction to Cheu, p. 43. 
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%, HI, Xlly and XVI, lay a Decenary bads for order, 
or symmetme with odier first principleft, or, by enlargiiig 
the field for speculation, promote the design of the game. 
The sio^ point remaining for revision, is open to un- 
an^wenUile objections^ as an aoomidous d^ormity | and 
it may be inferred from a passage in a sidbseqaent 
tract of Phiuboe's quoted below, that it was not the 
prevailing practice m i^ngland, j^of had been long im-* 
ported* 

SuFEBNunnmAmT Quebns, thrbi^ Rooks, 8tc.— * 
The proposed Imstitutb admits but one Queen, 

i^NO NO THIBO MlNOB PtECBt 

Section IX* enacts, that 9 pawn mav become a qaeen, 
whfNi ALt the pieces remain on the board. Contequently 
a player may have two» or a grater plurality of queens. 
^* How/' inquires the player recently entered on the study 
of the garne^ '^ is each additional queen to be represented 
und distinguidiedf "«*<*' By placing two pawns on one 
square, and poshing them about in company ;' a solecism 
in thebiy,,a barbarism in practice. Against it, Phit^idob, 
in a transitioD from some strange licenses tolerated in the 
German school of Chess, thus inveighs*: <' While this 
'^ field of c^ilicisin lies open, I cannot pass by my own 
^* countrymen, who have committed as great a fault as 
'^ the GerBMBs* They are the less to be excused, there 
'f being many good play^M among them, nay some of 
/f the best in Ewope, I presume they have been led 
" away (like m/mlf fbrmeHy) by a bad custom esta- 
<' blished in ail probability by the person who first 

• Chm Analized, by A. D. Philidor, Wingrave's edit. 1791, 
(one volume.) Preface, p. vi. 



Digitized by 



Google 



ELEMENTARY POINTS DISCUSSED* 407 

** brought Chess into France ; I am kclined to believe 
*^ it must have been some plajer at Draughts, who know* 
'^ ing little more than the moves of the pieces, imagined 
*^ one might make as many queens at Chess as [kings] at 
** Draughts*. What a fine sight it is to see^ upon the 
'' Chess-board, two pawns on the same square to di»* 
'^ tinguish a second queen; and if by chance a tliird 
*^ should be inade, (as I have often seen it at Paris,) 
'^ then it is still a finer sight, while the bottom of one 
** pawn b almost sufficient to cover a square. Is not, 
^^ therefore, this method most ridiculous, especially as it 
'^ is practised in no [ptber] country where the game of 
'^ Chess is knownt ? However, if my countrymen will 
** go on io diis erroneous way, I would advise tbem> 
^ to prevent all disputes about their multiplicity of 
^' queens, to ^ake to each set t)f Chess-men three or 
'' four queens, as many rooks, knights^ Sec/' 

Under the edge of this poignaiit ridicule^ in the face of 
this battery of argument, the invulnerable advocates on 
the other side, rally, and press the supporters of the only 
alternative hitlferto in use with one weak point, which 
will presently be stated.' 

* The French word corrupondU^ ta the English *^ king** at 
Draughts, is Dame, 

t t doubt whether this assertion be correct in its full extent. In 
Greco's Treatise there are two examples of two queens in t\\t 
same set. Bat neither thsi, nor the ptactiee in Caiabrk at this 
d^, if it should remain as it was in Gjtsco's time, ooght to weigli, 
in a case which general consent may remedy without disturbtsg one 
standard model lefb in any treatise* An Italian writer of higher 
authority than Greco, has adverted to his multiplication of queens, 
and decided against it as an irregotaflty. See the quotation at the 
end of Uut article. i 
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It will illustrate the dose of Philidor's remonstrance^ 
if M'e notice how far the latitude for deforming encroach- 
ment has been stretched. The laws given in Professoi" 
Sarratt's Treatise adopt, in the fulness of license, the 
custom iabove alluded to* '' Sect. 22. When a player 
^* has pushed a pawn to queen, he is at liberty to make a 
^ secofid queen, a third rook, or any other piece which he 
*^ may deem more useful for attack or defence.'* 

The Professor is incorrect in affirming, that the rule 
admitting supernumerary queens, &c. has been observed 
from time immemorial — unless he mean no more, than 
that no one can remember when it was introduced. If 
we go up to the Hindoo, Chinese, Burmha, and Persian 
Games, we shall find alternatives differing from each 
pther — two of them strabgely dissimilar to the rival 
methods in Europe — >but nothing to countenance the 
inconsistency of several commanders-in-chief. For the 
roost aucient institutes we must travel to Hindoostan or 
to China. Hindoostan is admitted by a majority of en- 
lightened inquirers to have been the cradle of Chess ; to 
name two, by Sir William Jones, and by Captain Hiram 
Cox, in the Paper from which the following extracts 
are taken. The Hon. Daines Barrington^ whose dis- 
sertation is cited on another subject^ countenances th^ 
^{aim set up by die Chiuese to the invention of 
Chess. 

in the ancient Hindoo game,-*-'' The j^o^^i, peon, 
or pawn, has not an optional rank, when advanced to the 
last line of the adversary's checks, merely assuming the 
rank of the piece whose place he possesses, excepting 
the boat; which promotio>n is called shat-pada or si:^ 
strides : — But this privilege was not allowable, in the 
1 
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opinion of Gotoma, a. native commeotator, when a player 
bad three pawns on. the Gbess board ^." 

In the Chin fisR game, -^ this fi^g^ or pawns continue 
in statu qno^ after reaching their adversary's head quarters; 
nor'have the advantage of obtaining an advanced ran1^, as 
in the English Game'f. 

The Hindoostixmc is an abstruse fulej practically ificdn' 
tenient rather than uhjust : the Chii/^se is without a paraU' 
lelyfor blindness of design and stMlity&f invention. It may 
prw>e that Mf. rationale, and nbt the antiquity, of an in^i- 
tute on this point, should be thegroUrid of its ^establishment 
among European players, '' 

In the BuRMHA game, — ^^of theyein«, or foot soldiers^ 
those only on the right hand are susceptible of proniotibii 
to the riank of chekoy^ or general, in tiie event of 

HIS BEING taken!]:. 

In the Persian game, — wheri upiada, or footman, ar- 
rives at the last line of checks in the adversary's section, 
they say it is ferzeeny or distinguished; and in case 
the vmer or/er^; HAS been lost, it assumes itH rank, 
and is distinguished by a pa#n of the adversaky 
placed on the same square with jt||. The modern 
Hindoo game is the same as the Persian ; not the copy, 
but the original^.' 

The rule, with which it is the object of this Essay to 
solicit the revival of a steady and general concurrence,-— 
for the consideration of proficients, may be thus expressed; 
It is the' same in effect as that given in the Introductory 
Treatise. 

^ AHatic HeseareheSf vol. vii. pp. 486,496. London edit. 1807. 
♦ Ibid. pp. 489, 491. - t JWrf. p. 4911. 

II Ihid. pp. 494, 509. $ Ibid. p. 485. 
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Of making a QumUf ^» 

" A pawn on the promotion line is transformed into tbe piece, or 

. *' one of the pieces, which bis player baa lost* Wbea pieces of difer- 

** ent classes have been lost, the party to be beuelited by tbe 

** pawn's new power, is at liberty to fill tbe highest vacancy, or a 

" lower.'' 

Uoder this linutatiQQy ingenuily U kept on the alert : 
because, on the eve of pushing a pawn to the utmost 
rank, if the queen, or if a rook have not been exchanged^ 
it will be the object of the party to sifuittavre for a capi- 
tal exchange; and of th^ antagonist, to elude it. It is 
observable, that Pfailidor always compels an exchange of 
queens before he advances the pawn to its last stage. 
But if supernumerary queens be admitted on the board, 
the player, whose pawns are at the gate of promotiop, 
may drive in, and '^ whistle for want of thought/' 

The partisans of second and third queens, in opposi* 
tion to a graduated rule of promotion, come from the 
last verge of possibility, with the following case : ^' Many 
'* examples may be given where a skilful player will 
'' push a pawn to que^n before any exchange has taken 
'^ place : in that case, what will the pawn be called, and 
*' of what use will it be to the player i Will any pbkson 
*' WHO knows something of the game, venture to 
'^ say, that the pawn, when it has once reached the ad- 
'' versary's line^ must remain there a non-descript till an 
" ^change take place * f " 

This is the weak point in our system, which requires 
a remedy f. 

• Treatise by J. H. Sarratt, vol. i. p. 8. 

t Entertaining individually an opinion that this defettii^ point is 
a proper sulject for a new arrangement, I do npt addiioe here a quota- 
tion from a persoit who kvows sometbin.g of ^be gams, man 
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The objector quite his only hold, to expatiate farther : 
'' Again, suppose a player should have exohai^d only 
'< his White Bishop/^ [bishop running on white diagonals J 
** and die pawn should reach a black square^ what is 
"it to be*?'' 

What is it to be? Alishapon a black field; for the 
different colours oa whicb the. tebops run, is the acci- 
dental effect of chequering the board combined widi tfie 
even number of squares between their original statkms ; 
and if the novelty of having two bishops able to support 
each other bhould occur, no essential principle of the 
game wilL be violated f. 

The other extreme case, howeyer, presents a real dif-* 
ficulty ; and the partisans of second queens-— third rooks^ 
bishops, and knigbto, in preference to queens — cannot 
well be driven from this objection, unless a fresh pro- 
vision be devised for this case. 

Before deciding on a new arrangement^ it may assist 
us in a choice of difficultieS| to consider two branches of 
remedy, quite oppoMte in their nature. The one v^ tfad* 
addition of a new piece to each set^ as a supemamerary, 
that may possibly be wanted once in some half dozen 
years, — but which may always hover at the side of the 

answer to the quettion put to triumphantly : such an application of a 
great name might seem to have the overwhelming aim of the argu- 
mentum ad hominem. I therefore reserve Lolli's rule for this case, 
that it may stand on its own merits as a legislative proposition. 
' * Treatise, by J. H. Sabratt, vol. i. p. 8. 

t In the BuRMHA game, the cheiuy answering to our bishop, has 
occasionally liberty to move like the rook, so as it be— no^ to take a . 
piectf but merely to change its range of diagonals. The cheins ara 
calculated for the defence of each other. Asiatic Besearghss, 
edit. London, 1807, vol. vii. pp. 492, 493. 
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board in terrorem^ Imagioe this extra piece to go at one 
sfNriog) wUlher a knight could go at two moves^ and to be 
called tbe. Hydra, This great power is proposed, to make ' 
it .the interest of the partj whose ranks' are penetrated, to 
precipitate any exchange but that of the qaeen, n'faen the 
extreme case is about to occur, and thus prevent the in* 
troduction on the board of a moiister far more tremendous 
than die rook. 

On the other hand, it mirf be a question, whether all 
the penal^ ought to fall on the player through whose 
ranks the pawn has penetrated? Lolli thought that it 
ought not : the following article is .gathered from- his cele^ 
brated work ; the first part, from a chapter which has the 
head of Laws [p. 8.] ; and the whole qnay be traced by 
pursuing his references. 

' Uim iSule 

FOR A PAWN AT THE LAST HOUS£. 

*^ The pawn, arrived at the last house, Ss invested with the rank of 
^ some piece which baa been lost, at the player's option, as fais ad-^ 
** vaotage m»y be most promoted. Thoa^ when it were more avaiW 
*' ang transformed into a kpigUt than a queei), we do not ^drnit the 
^' necessity assunied by Salvjo, in the Sii^th Party of his Third 
*^ Book, that whatever pawn reaches the bouse of an enemy's piece 
'' i^ust be denominated a queen. On the contrary, while the first 
^ queen remains in the field, we hold, in opposition to some few 
*' writers, that it were incongruous to introduce another. This irre* 
** gularity occurs in chap, 10. and 11. of the first book of the 
** Calabresc. Here it may be demanded: What is to govern hifn, 
'* who has conducted a pawn to the eighth square, before be has lost 
*' any piece ? We answer, that he must keep it there, with its quality 
"suspended, until that move which shall devolve to him immediately 
** after the loss of a piece :— With this explanation, that if he lose a 
*■ bishop running white, it cannot be represented by a pawn, iirhich 
^ terminates its career on a black square; nor vice vertA; in order 
^ to exclude the absurdity of two bishops on the same suit of diagQ<r 
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'^ nab ; for in such case the rank of the pawn must continue sut' 
" pended till another piece be lost*," 

LoLti may be considered to speak the sense of the 
Anonymous Modenese, as well as of himself^ as their 
concurrence on elementary points is registered in the 
Work cited. These are strong authorities^ in harmony 
with Philidor^ against supernumerary queens ; and as far 
as their proyisions against the two extreole cases stated 
above, differ from the propositions of the Editor of Phi^^ 
LI DOR, they come recommended by total exemption from 
innovation : but is the 8u$peaditur0 qf the pawn, on die 
last rank, equitable toward the player intereated i 

Waving the badinage about, the Hydra, to make . way 
for a serious proposition, I think it fair that the player, 
who pushes a pawn to the end of the file before, he has 
exchanged a piece, should lose a part of the benefit for 
bis defective contrivance : but it is not fair that the pawn 
whose quality is suspended, should be subject to capture 
while it is divested of power, and cannot move from, under 
attack. The following is therefore proposed as an amend- 
ment to LoLLi's Rule, giving the pawn the privilege of 
a Cadet, waiting for promotion. 

IPtopodeo %mtitme, 

when a pawn ends its course while the pieces 
of that set are entire. 

The adversary having neither captured a piece, nor being able to 
win the pawn when it steps into the last bouse, the conductor of the 

* It is consistent in Lollt, in his care to preserve the symmetry of 
the set, to propose this exclusion, though it seems hypercritical, and 
an unnecessary conversion of a case which may often occur, into one 
of difficulty; this case ou^t to be considered indepeodendy. But 
how can the advocate for three bishops object to having two on the 
^same colour i 
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pawn thall be aHowed to transport him to any vacant square on bfs 
own piece linef or rank where the pieee$ are ariginalfy placed. The 
pawn, now termed a Cadet, is to remain stationary on the sqnare 
selected until his player has lost a piece. He must fill tbe^rtt 
vacancy which occurs in his set. The piece substituted begins his new 
office on the square to which the pawn retired for protection when 
transported across the board. The Cadet is liable to capture. 

It will be obBenred that the character of the pawn^ 
wlale his quality is suspended in this statton, will be 
neither amUgnous nor perplexing, so as to require any 
difttinguishiiig mark ; he cannot be mistaken for a com-^ 
m<Hi pawn, and will be known bj his station in the prior 
rank, to be a Cadet* It is fair that he should be liable to 
captura "--after l>eing removed to a situation where he 
can be easilj supported, and where he may protect die 
king from a lateral check. 



For maintaining the other elementary points which the 
liAws OF Chess in the Introduetion recognise and ratify, 
consistent grounds hare been adverted to in our way to 
the above article : but it may conduce to uniformity of 
practke on eadi- point, to lay open the foundations of the 
custom prevailing in England. 

White Angle on the Right. 
The principle enforced in Sect. L is as ancient as the 
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gamQ of Pebbkt* in Greece. No difectioB for plitoii^ 
tlie pieces can be given ivithout a permanent position of 
tbe board as a basis : nor is this rule likely to be dis* 
turbid by the shadow of an ailment for inverting it# 

Taking a Pawn in Passing- 

The last clause of Sect. X. reduced to clearer tenna^ 
tlius controls the pawn's move, in one case : 

An UDmoved pawn has no absolute ri^ to pass by an adverse 
pawn on an a^oining file, wbich having oome forward is distant 
a knighfs nwoe ; but if it advance two st^uares, may be taken by tbe 
lateral pawn, as if it had moved but one square. 

This clause is not in force in Italy, where an unmoved 
pawn is allowed to pass through the range of a hostile 
pawn. Philidor censures the players of Germany for in- 
dulging tbe same license ; and in Spain the restriction la 
but partially observed / 

The writer's earlier opinion was against any interferaace 
with the established motion of the pawn : on resurveying 
the effect of the controlling clause, he is a convert to iX» 
propriety. To a sketch of his former sentiments, he sub- 
jjoins such observations in answer as have occurred to him. 

06;ec^ioii.— -The rule b anomalous. Induction appears 
to have founded it on an easy mistake. Expose the basis, 
and the rule falls* The phrajse *^ two moves," or '^ two 
* stepsj^" was, in books and in practice, currently applied to 
the first transit of the pawn, when pushed to its extent. 
Hence a habit was contracted of considering^ pawn ex* 
ercising this power, to make two moDes of osz sqttare 

^ About three, only, unconnected features can be traced of the 
game attributed to Palamedes ; as far as tbe allu»ons to it in ancient 
authors can be understood, it appears not to correspond with Chess. 
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each, f' not one continuous move of two squares.*' If* 
tho former view be right, the rule is just ; for the pawfi 
then may be intercepted at the first stage> and cannot 
break from capture, to finish its journey. But if the 
latter be the correct, idea ; if the unmoved pawn have the 
power of advancing two squares by one effort ; it is irre^ 
gvAat to give the adversary an option to^ traverse and 
annul its extended step, whenever a pawn could have 
taken it, had it moved but one square : it is parallel to 
prohibiting to the bishop^ the rook, or the queen, the full 
exercise of their greater powers, whenever there is a 
square in their line of passage, at which they could not 
rest without exposure to capture. Ought any piece that 
is allowed to stand en prise to be precluded from passinfg 
such a square ? By analogy, it seems therefore just, that 
this interference with the properties of the pawn should 
be revoked. Perhaps a view something like this, has 
influenced the players of Italy, Spain, and Germany. 
' Answer. — If the question solely depended on the con- 
struction of the latitude in the first move of the pawn, 
compared with the unrestricted manner in which pieces 
pass the range of other pieces, the objection could not 
well be repelled. But if it can be shewn, that the effect 
of the extended move, in a given case, counteracts the 
design of the game, by yielding to pawns which have 
stood inert advantages over pawns which have forced a 
passage over more than half the board, — the power of 
advancing \wo squares ought to be controlled. Every 
pawn, except a rook's, is originally liable to exchange 
with two other pawns : Now, a pawn advanced to the 
fifth square of a file has surmounted this liability by the 
manoeuvres of his player, or is still exposed to it; if the 
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sdverse pawns on the adjoihing'^ files stand at faome,-^ 
and if they are to retain^ in this case, the absolute power 
of moving either one or two squares^ — each 'may ei&er 
offer an exchange, or pass refusing to come intol contact 
with the hostile pawn. In this case, the liability tp 
exchange is not reciprocal; and the unfair -advantage is 
the reward of achieving nothing^ This forms a sufficient 
ground for the qualification or exception. But the case 
is broader,^ when the master of the passed pawn, to^open 
the way to queen, has, by skilful play, ren^oved from the 
file, or from' the board, the antagonist pawn which had 
blocked the direct line. The counter*pawns which have 
lain in wait in their quarters close on the right and lefi^ 
if not controlled in the first move, can either grapple with 
the advanced line of the enemy *s infantry^ compelling 
them to cpntest, at the .point of the spear, the hard-earned 
advantage of standing on an open file' at a shortened 
distance from distinction; or can pass, as by a trnce, 
through the range of their action, into a position equalor 
superior as it respects the openness of the remaining 
passage. Here is a monopoly of option as before, an 
exclusive benefit somewhat greater; which, by devolv- 
ing to loiterers in the race of arms and honour, tends 
to extinguish enterprise; 

To rescind the rule interposing in this case, and re- 
storing a due reciprocity, would undermine some of the 
maxims on which Philidor plays his pawns, and would 
subvert inany ^standard models left in the Analysis and 
other works; for ^^ many an instance occurs, of such a 
critical relation between the pawns,' that the game will be 
won or lost, as th^ control of the unmoved pawn shall be 
maintained or abandoned.' This remedy for an anomalous 

E E 
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4ehxAf t>r&vails« and la likely to be pennanent m England 
wnd franco witere its fairness and utility are discerned w 
prafctice, though, in tfaeoi^, diey may not have been placed 
in a f uU H^t. 

Position of thb King, castlbb to the bight 

OB L?FT. 

Ohpecthn to die eiEcct of Sect. XL when the king 
casUei OB the queen's side. By confining- the king to 
caoiaBLpiebiBely the same disbwce frc»n his ofiginal square, 
trhether he castles with his rook or the queen's rQok> 
his relation to die coTering pawns is not on each side 
nnifoorm ; he is not shielded equally as when castled on 
lus;'6wn section; and one pawn is left unprotected. 

JJMWer.'^-^The design of the gaine, as a gymnasium of 
the mind, is promoted by this want of uniformity: were it 
MndilSerent on which side the king secured a retreat, an 
entire class of manceuYres to preserve the more usefol 
privily would become unnecessary ,- — and where a%ht 
tircumstances. of disadyantage ioiertere, the necessity of 
nicely balancing adverse bearinga on the two positions 
would not exercise the player^ 

Ohservatians sjftnfiomatic of prapoahg an Innovation 
from Italy. — " The rule under notice prescribes the only 
*^ method allowed m Great Britain, France, and Hoi- 
<' land ; but in Italy, and other parts of the Continent, a 
^^ player may ca^de in four difFefent ways. 1. The 
'' king at tbe knight's, and the rook at the bishop's square; 
^ 8. The king at die knightfs 8qaai?ey and the rook at the 
^' king's square. 3^ He king' at the rook's squal-e, and 
<^ the rook at die bishop's square. 4. The king at the 
^ fook's^ and the rook at the king's square. These dif^ 
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^^ ferent methods of .castling render the gtime re|Birkali>lj 
^ interesting. If the third method of castliog .wer« 
^' allowed in plajing Curmingkam's Gambit^ the attack 
*' would perhaps be inresistiWe*." — " Sadvb, wheii he 
f^ had the move, comnlonly.casded in a manner wfaioh is 
*^ not allowed in this kingdom ; that is to say, he nu)Te4 
'^ his king to his rook's square, and the rook to its king's 
square. There can be no doubt of the superiority of 
" this method of castling over ours +•'* 
,^ ComnieJMibt€rvdti<ms.^^'lLh€ license to castle in four 
dtffertnt ways, could scarcely fail to introduce the free« 
th>m. «f disorder among other points now' roled-liere by 
tiniformatjr of {umctiee. The unpleasanlf-!effect expe»» 
rieneed throngh nnsetded customs in the two cases 
branchbg from the first point discussed, sifiionld make us 
tenacious of a principle on which, till the players in Eng- 
land were thus sounded, there has been no disagreement. 
With tegard to Cunningham's Gambit^ its validity and 
fineness of design appear t^ be vindicated j:^ without sup* 
porting' it by any innovation on the established manner 
^ casing. Wfeerever derited, this manner— equally com- 
mon 16 'England, France, add l^olland — is planned witfi 
philosophic intention: — while on the right and left, it 
prescribes a different position to excite interest; each 
position is locally fixed, to present a definite object for 
contrivance in attack, without which the assailant cannot 
begin on principle^ nor proceed' with the security of 
science. Arbitrary alternatives, if resources for defence, 
tend to produce unsteady experiments in the manner of 

* Treatise by J. U. Sarratt, Laws of Chess ; vol. i. p. 5. 

t Ibid. Vrtface^ p. xiv, J Analysis^ pp. 274, 279. 
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approacby and to destroy the slender foundations laid for 
system : On the other hand, if arbitrary alternatives can 
be made subservient to attack, they are likely to give the 
first player an uncounterpoised advantage; and no form 
of opening the game ought to be irresistible by equal 
play, 

Limitations against Castung in Check, oe 
crossing the range of an adverse piece. 

On an analogy drawn from the use of fortresses in war, 
an objection may be framed to these limitations in Seet. 
XII. — 1>ut.the game of Chess is like the game of 
Chess, and like nothing else. These restrictions accord 
suflSciently with fundamental principles, and increase the 
occasions for foresight and vigilance. 

Stale-mate, tub Reverse oj Check mate. 
Sect. XVI. declares, that in England, he whose king 
is stale-mate, wins the game ; but in France, and seveni 
pther countries, the stale-mate is a drawn game. Reasons 
for preferring the Institute of the English schooi| may he 
peen in Intrpiuction to Ches$, p. IS; and p. 47, note^ 



?^ 
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Into the Origin of the Game. 



The accounts of the origia of Chess^ which have been 
currently received between the date of the oldest Chess 
books published in Europe, and the very recent Re- 
search^ referred to in the margin of this article, contanoi 
many erroneous statements, owing to the inquirera having 
set out in a wrong directibu. In the mixUire of old 
legends with gratuitous inferences from Classic writers, 
adopted, by Carreba, and repeated down to the time 
t>f Philidor, the wreath of honour awarded to thein* 
ventor of Chess, is suspended between Palambdbs— < 
and Serses, counsellor t6< Ambcoxim, king of Babylon. 

]Era qf the Sanscrit Game. 

The ancient Hindoo gmne of Chess, an ingenious but 
imperfect work of invftntion, is stated in the Puram^ 
ancient authorities among the Brahmins, to have origi- 
.nated about the end of what is termed, in their chro- 
nology, . the second age of the worlds The wife of 
Havan'*, king of JUzi^a, (i. e. Ceylon,) devised it, tp 

* The hi^b degree qf polif^^ . wbipb prevailed in tbe court of 
jRavan at tbis early period^ is well wortby notiqe. In a copy, wbich 
I possess, of an ancient Hindoo paintingi his. capital appears to be 
regularly fortifiecj in the antique style, with ^pi^djecting round tov^ers 
and battleraents:; and M^^K^ded it imh mi^ar ability : benOe bk 
and his people were called magicians and giants. Ravan appears 
to have beeii-fliff Arc^iluiiJ^e'i V^ Xi4li<:a.--dapt: UIram Ci>k: ' ' 
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amuse him with an image of war^ while his metropolis 
was closely besieged by Rama«. I incline to tliink, 
obsenres Sir William Jones, in his Chronology of the 
Hindoos*, that the lat^ ia the same with Ram a^ the 
son of CusH; who might have established the first 
regular government in this part of Asia. The date 
asagnahle to hisreign^ under this hypothem, {aUs about 
£000 years before the C!hiistian era. . ( 
> The GufNKSE MSi accomta' affirm that Chess was 
inieiitttd/by UdBtoiiig^ a Chiaise mandarin, eaamtot ia 
^eir hirtory as a geaeral : . J>|it CapL Coxf ranarks^ 
diat they invi^date the claim, by fixing, the diste of iu 
origm oxAj 174 years befone theChnstian ei'a;. iodepen- 
dbnt ttf which, the agency of rocket^boys or artillery^ 
flsen on the board, b an evidence against it*. . But be 
concludes, that Hemaing..fiMt introduced it into China, 
with modiScatioins auited to' the genius and manners of 
the people. 

The Captain considers the Burmha game, even as 
a derivation, to have preceded the Chinese, and to be a 
Tery advanced improvement on the ancient Hindoo. 
The Burmhas are Hin doos of the Pali tribe ; and draw 
all their science and literatm'e from the common soiu'ce %. 
' The Peksian, which coincides with the modem HiN« 
<BOo game, exhibits further deviations from the original; 
OQe of which, to draw up the pieces and pawns in com* 
|>act ranks, is the dictate of juvigment. Other alterations^ 
npt adopted in ttije European ' game, appear to be the 
offspriug of caprice jj. ^ AH' tte^- Asiati^^- uU afc sub- 
^vM)e4 uifo m^yrSm J^^^im^ ' • 

^ 1 Ibid^p.'iod^' ''^' ' '*' \\ Ibid. p. 497. 
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y' ly^ ;■• 'NOTICES. • ■ • '■ •*• ^ 

OF A GREEK AND itOMAN GAME/ . 

73ie: Hob. Daine» Barrhigtoti bft^ t»hex» gieat pains tcM 
dbprovethe claim^whicb^solRd of Ihe ciocleim have •»€! 
up for the Greeks to the invention of this game; nit^fiet^ 
theless^ its antiquity is incontestably as great, traced in 
another line, as if that claim were well founded. 

^The principal citation from which it has been inferred 
that Chess was known to the Greeks, is a line in the 
first book of the Odyssey, representing Penelope's suitors 
to amuse thepRselves before the gates of Ulysses' palace, 
by playing at some game [wsrlEia] with pebbles [vta-a-oii] : 
but what the game was, we are not informed by Homer. 
AthenaeuSi in his first book^ gives us from Cteson, a 
native of Ithaca, a particular account of the method 
of playing the game \Pette%a by Penelope's suitors^i 
which differs materially from Chess, as the pieces were 
ip number 408, instead of S2« Moreover, the piincipal 
piece, named Pbnslopr, was placed in th^ vacant 
apace between the two sets; w4iiist each flayer 
endeavoured to strike Penelope twice. Tlie invention 
has been commonly attributed to Palamedes pending 
the siege of Troy; for which thfe chief authority is a 
line from Sophocles : 7— But from thia nptbing. more 
can be inferred, than that he invented aome gstaae 
which was played with pebbles*. . 
. The Hoa. critic then eisamttiea such Latm ailthorities 
as had been chiefly relied on. The game called *£t7«x« 

* Archdologia^ Lond. 9lh vol. p. 19. 
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ia Greek, was by the Romans named Calculi, or 
LatrunculL Ovid {Am. 1. iii. S57 — S66.] describes 
it rather particularly, yet not distinctly enough to enable 
the most intelligent reader thoroughly to Comprehend 
how it was played : negatively, however;* a person 
acquainted with the moves at Chess could not ^ead 
it attentively, and cbnsider it to be Ghess« Th6 
first line : 

' Unus cum gemitio discolor hoste peiit; 

which makes it necessary for ** two pieces to be 
employed in taking one," is not applicable to Chess*. 
By the fifth line, 

Reticuloqao pile laeves fundantor apertof, 

it should seem, that all the pieces were uniform, and 
that they were thrown as dice from a boxj;. 

According to the seventh and eighth lines, the squares 
or divisions were but 12; at least, so I understand 

scriptula : 

* Th^ substance of this article is condensed from Mr. .Barring- 
toirs Paper; and when the first person is employed, it is his language. 
The writer of the Appendix is entirely responsible for the notes. 
; t Literally, ^ The smooth balb are scattered from the open scrip 
" of network." 

X The mixture of hazard — were it not for other features repugnant 
to every known variety of Chess — would not exclude the game 
Letrunculi from being considered as one. The early Hindoo game 
Chaturaji is played by four persons with long dice to determine what 
class of piece shall move : when >a cinque is thrown, the king, or 
pawn, must move; a quatre, the elephant; a trois, the horse; a deux, 
the boat. '' This," observes Sir Wm. Jones, ** excludes it from the 
** rank which has been assigned to Chess among the sciences/' The 
Burmhese raised it to the first place, by rejecting chance. 
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Est genus in totidem, tenoi radone^ redactum 
Scriptula qttot jnooaes lubncos amiuft habel*. 

And lastly^ by the ninth line^ 

Parm tabeUa capit temos utrinque laixillos^ 

the number of pieces or pebbles were only 6+. 

The next authority is contained in a poem sometimes 
ascribed to Lucan, but not known to be written by any 
Ancient. This passage conveys a general picture of a 
contest^ iu which force and stratagem^ combined attacks 
and feigned retreats^ are alternately employed. The 
preceding citations^ from undoubted classics, contain 
nothing so analogous to Chess, as a war of positions. 
Yet not one specific feature of identity is marked, as in 
Vida's poem every principal feature is drawn. Tt seems 
impossible, that a person going into many particularities 
of description, if he intended Chess, should neither speak 
of a distinction between the pieces, and their modes of 
moving, nor notice the principal object — to invest the 
adverse king, so as to deprive him of retreat. The last 
line makes the decision of the game to depend on the 
comparative number of pieces taken. Could the poet 
be describing Chess ? The want of its leading characters, 
and the little that is specified, alike tend to negative the 
supposition. 

* That a board containing but twelve squares could afford any 
interest is inconceivable; the meaning may lie under a different 
construction : '' There is a class restrained, by a fine rule, to twelve 
*' points of the table." 

f The description would be less perplexed, if we might understand 
— either that the gems or pebbles were not the only pieces employed ; 
or that, instead of three only on a side, they stood in ranks or columns 
three by thru. 

F F 
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Date of the Introduction of Chess into 
Europe. 

The Hon, Daines Banington supposes Chess to have 
been introduced into Europe in the twelfth century, 
when Anna Comnena flourished; at which time it 
was rather commonly played at Constantinople*. It 
seems to have been known, firsts to the Italians, through 
the accidents of vicinity to Constantinople, and an 
early trade with the Eastern parts of the Mediter- 
ranean. From Boccace, who lived in the 14th cen- 
tury, we find that it had then become a usual amuse- 
ment at Florence. Spain and France might derive it 
from Italyf. The Hon. inquirer considers it most pro- 
bable, that Chess was introduced into England in that 
part of the 13th century which followed the return of 
Edward I. from the Holy Land, where he had remained 
so long, attended by so many English subjects. Twenty- 
six English families have emblazoned Chess-boards 
and Chess-rooks on their arms;}^. 

The learnedt Author of the Paper in the Archeologia 
discredits some authorities which would appear to warrant 
the assumption of an earlier date, than he has assigned, 

* The princess Anna Comnena, in the Life of her father, Alexius 
Comnenus emperor of Constantinople, informs us that the Arabians 
introduced Chess into Greece. She says, that her father was accus- 
tomed to rise early in the morning; and in order to expel those 
cares which made his nights uneasy, he had some of his relations 
with him with whom he played at Chess. The emperor Alexius 
died A. D. 1118. 

t It came into Spain with the Moors. 

t Archaologia, Lond. 9th vol. p. 25. 
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for the introduction of Chess into Europe, and especially 
into France and England. 

Tradition has preserved an account that the Emperor 
Charilemagne was a chess-player. A set of chess 
pieces, of great antiquity, elaborately carved, are kept in 
the treasury of St. Denis, and shewn as those with which 
he played. Charlemagne was bom A. D. 743 ; and lived 
to the year 814. 

The historian Carte gives a circumstantial narrative 
of a chess match between Henry I. of England, before 
his accession to the throne, and Louis le Gnos, son to 
Philip of France, which took place ^ Philip's court in 
1087. Our antiquary is so sceptical as to regard it as 
a defect in the evidence, that Carte has onutted to state 
the term in the Norman Chronicle to which he refers, 
which he has translated Chess ; surmising, that as the 
game of Draughts is very ancient, the original term may 
not be correctly represented. 

Among the anecdotes collected of Chess, another 
which obtains a current place is : ** John of Salisbury 
<^ relates, that in a battle between the French and 
*^ English in 11 17^ an English knight seized the bridle 
'' of Louis le Gros, and crying, to his comrades, 
*' ^ The king is taken,' that prince struck him to the 
'' ground with his sword, saying, ' Do you not know that 
'' at Chess the king is never taken ?"' In John of Salis- 
bury's book De Nugis Curialium, vouched as the autho- 
rity for this, Mr. Barrington was not able to find it. 

The learned Hyde supposes, that Chess was introduced 
into England at the Norsian conquest, because the. Court 
of Exchequer was then instituted. Mr. Barrington founds 
a different opinion on the want of any mention of it in 
English writers before the time of Edward I. 
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The MS. of Robert of GUmcester'a Chramtk^ in. ike 
Herald's College, has this line : . 

As tbey plnde at Chasse, ttryf ihey gaiina wm^** 

This merely proves that it had been introduced some 
indefinite time before the date of that MS., which was 
finished in the £6tb year of Henry VI., A. D. 1443, but, 
of itself, were evidence no farther ; because the word 
** Chesse" is not read in the more ancient MSS. of 
Robert of Gloucester's Chronicle. In another part of 
the Chronicle, the early copies agree in having the word 
"Chekere:'' 

^^ome wy]7 lance,, some wy)^ suerd, wy]) oute vyienye; 
yfyp pleyyoge at tables; o^r atte chekere. 

The age of the Author, according to indicationn in the 
history, coincides with portions of the reigns of Henry III. 
and Edward I., from A. V. 1265 to 1278. 



THE END. 
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